





magazine for those who take their computer and video games seriously 
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MOTOR MANIA £8.95 RENAISSANCE £8.95 


This brilliantly conceived program combines the best 
parts of arcade games with the best of educational 
games, making areal family game that anyone who can 
see the screen can participate in. You have to find the 
word that is hidden twice in the jumble of letters, then 
guide your sights over one of the occurrences of it. 

The first to find it wins! You can play by yourself or in 

teams against the computer, or against other 

players. Three difficulty levels are included to suit 


young and old alike! 
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TRADE ENQUIRIES: ANIROG SOFTWARE LTD. °29 WEST HILL DARTFORD K 
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES © 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 50p POSTAGE & PACKAGING 





In and around the games software scene. 


| Planet Lander ORIC/ATMOS 12 
Here’s a devellish game for all would-be space pilots. 


| Video Game Extras 
Games Computing brings you a generous round-up of 
bits and pieces to make your VCS bigger, brighter and 
better. 


vic20 22 

Don’t be fooled into thinking this snail’s pace is slow — 

1 ‘cause it’s not. He’ll give you a run for your money all 
right. 


It’s brain damage time from Lou and Les Falk — and 
don’t cheat by looking at the answers at the back of the 
mag. 


Cross the road and, c-r-o-a-k, you're squashed! 


COMPETITION 
WIN loads of software from demon producers Durrell. 


Software Reviews 
Don’t miss these honest write-ups of games for 
everyone. 


Video Vying 
The latest games to run on your video game console 


reviewed. 


PULL-OUT POSTER 
House on the Misty Hill 
An intriguing adventure game to keep you guessing. 


Driver SPECTRUM 58 
A super road race game to thrill Spectrum gamesters. 


Ambling Android BBC/ELECTRON 61 
The fantastic follow-up game to last month’s Android 
Antics. But this time we’ve got him collecting eggs! 


Atmos at Large 
We take the lid off the new Oric offering — the Atmos. 
Find out how it performs. 


Holmes and Moriarty 
Addictive adventuring on your BBC. 


Virgin Report 
What Nick Alexander thinks of the software game. 





Games Computing is normally published on the second Friday in the month preceeding cover date. The contents of this publication including all articles, designs, plans, drawings and programs and all 
copyright and other intellectual property rights theirein belong to Argus Specialist Publications Limited. All rights conferred by the Law of Copyright and other intellectual property rights and by virtue of in- 
ternational copyright conventions are specifically reserved to Argus Specialist Publications Limited and any reproduction requires the prior written consent of the Company. © 1984 Argus Specialist 
Publications Ltd. Alll reasonable care is taken in the preparation of the magazine contents, but the publishers cannot be held legally responsible for errors. Where mistakes do occur, a correction will normally 
be published as soon as possible afterwards. All prices and data contained in advertisements are accepted by us in good faith as correct at time of going to press. Neither the advertisers, nor the publishers 
can be held responsible, however, for any variation affecting price or availability which may occur after the publication has closed for press. 


Subscription rates. 
UK £12.95 including postage. Airmail and other rates upon application to: Games Computing, Infonet Ltd, Times House, 179 The Marlowes, Hemel Hempstead, Herts HP1 1BB. Telephone: (0442 


“48432. 




















































































































Adventure of Pat the Postman SPECTRUM 78 
Don’t miss this scintillating Spectrum adventure game. 
It's a winner. 


Software Reviews 2 
More of the games you could add to your software 
library, or not. 


Sir Prance-a-lot Texas 90 
Help him rescue the damsel in distress on your com- 
puter. 


Triple Chance 
Let the dice roll and hope they fall in your favour or else 
you’ re bust! 
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DISCOUNT SOFTWARE SUPPLIES 
8 PORTLAND ROAD LONDON W11 4LA 01-221 1473 
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AMAZING SOFTWARE BARGAINS BY MAIL, 100's OF TITLES AVAILABLE! 


TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS 
























SPECTRUM 
Game Software House RRP Our Price Game Software House RRP Our Price 
Bear-Bova Artic 6.95 5.95 Attack of Mutant 
3D Combat Zone Artic 5.95 4.95 Camels Llamasoft 7.50 6.50 
Galaxions Artic 4.95 3.95 Revenge Of Mutant 
Pimania Automata 10.00 9.00 Camels Llamasoft 7.50 6.50 
Pi-Balled Automata 6.00 4.50 The Hobbit & Book Melbourne House 14.95 12.95 
Go To Jail Automata 6.00 4.50 Hunchback Ocean 6.90 5.90 
Groucho Automata 10.00 9.00 The Boss Peaksoft 8.95 7.95 
Test Match CRL 5.95 4.95 Munchman Solar 7.95 6.95 
Olympics CRL 5.95 4.95 Alley Cat Solar 7.95 6.95 
Mrs Mopp Computersolve 5.95 4.95 Bozo Taskset 6.90 5.90 
Hall Of Things Crystal 7.50 6.50 Snooker Visions 8.95 7.95 
Fighter Pilot Digital 7.95 6.95 
Night Gunner Digital 6.95 5.95 
Sea Harrier Attack Durell 5.95 4.95 VIC 20 
Jungle Trouble Durell 5.95 4.95 Frogrun Anirog 5.95 4.95 
Scuba Durell 5.95 4.95 Krazy Kong Anirog 7.95 6.95 
Zzoom Imagine 5.50 4.75 3D Time Trek Anirog 5.95 4.95 
The Alchemist Imagine 5.50 4.75 Star Defence Anirog 7.95 6.95 
Pedro Imagine 5.50 4.75 Scramble Anirog 7.95 6.95 
Defusion/Worms K-Tel 6.95 5.95 Cosmic Commando Anirog 5.95 4.95 
Dreadnoughts Lothlorien 5.95 4.95 Fire Galaxy Anirog 7.79 6.95 
Penetrator Melbourne House 6.95 5.95 Bongo Anirog 7.95 6.95 
Valhalla Legend 14.95 11.95 Dracula/Lost In The 
Terror Daktil 4D Melbourne House 6.95 5.95 Dark Anirog 5.95 4.95 
Abersoft Forth Melbourne House 14.95 11,95 Flight Of Zero One FiveAVS 5.95 4.95 
Tutankhamun Micromania 5.95 4.95 VIC Panic But-Byte 7.00 5.50 
Code Name Mat Micromega 6.95 5.95 Chess Bug-Byte 7.95 5.50 
Wheelie Microsphere 5.95 4.95 Cosmic Firebirds Solar 7.95 6.95 
Mad Martha Mikro-gen 6.95 5.95 Jet Pac Ultimate 5.50 4.75 
Mr Wimpy Ocean 5.90 4.90 Snooker Visions 8.95 6.95 
Huncnback Ocean 6.90 5.90 
Eskimo Eddie Ocean 5.90 4.90 BBC 
Hunter Killer Protek 7.95 6.95 Football Manager Addictive 7.95 5.95 
Blade Alley PSS 5.95 4.95 Test Match CRL 7.95 6.95 
Flight Simulation Psion 7.95 6.95 Heathrow Air Traffic Hewson 7.95) 6.95 
Chequered Flag Psion 6.95 5.95 Pedro Imagine 5.50 4.50 
3D Ant Attack Quicksilva 6.95 5.95 Hell Driver Micropower 7.95) 6.95 
Bugaboo The Flea Quicksilva 6.95 5.95 
The Snowman Quicksilva 6.95 5.95 ELECTRON 
Blue Thunder R. Wilcox 5.50 4.50 Chuckie Egg A&F 7.90 5.80 
Manic Miner Software Pro. 5.95 5.00 Heathrow Air Traffic Hewson 7.95 5.50 
Jetset Willy Software Pro. 5.95 5.00 Bandits At 8 o’Clock Micropower 7.95 5.50 
Atic Atac Ultimate 5.50 4.50 Chess Micropower 7.95 beet) 
Snooker Visions 8.95 7.95 Snooker Visions 8.95 6.95 
Sheer Panic Visions 5.95 4.95 
ORIC 
COMMODORE 64 Sea Harrier Attack Durell 6.95 5.95 
Flight Simulator Anger Prods. 9.95 8.95 Scuba Durell 6.95 5.95 
3D Time Trek Anirog 5.95 4.95 Zorgons Revenge IJK 7.50 5.50 
Moon Buggy Anirog 7.95 6.95 Probe 3 IJK 7.50 5.50 
Space Pilot Anirog 7.95 6.95 Frigate Commander IJK 6.50 S00! 
Indian Attack Anirog 5.95 4.95 Hunchback Ocean 6.90 4.90 
Cosmic Commando = Anirog 5.95 4.95 Mr. Wimpy Ocean 6.90 4.90 
Twin Kingdom Valley Bug-Byte 9.50 8.50 Dinky Kong Severn Soft 6.95 4.95 
Aztec Challenge Cosmi 8.95 7.95 Rat Splat Tansoft 7.95 5.95 
Omega Run CRL 7.95 6.95 Oric Munch Tansoft 7.95 5.95 
Derby Day CRL 7.95 6.95 
The Pyramid Fantasy 6.50 5.00 2x81 
China Mina Interceptor 7.00 5.00 Compendium (6 games)Carnell 6.90 5.90 
Wheelin Wallie Interceptor 7.00 5.00 Damper & Glooper Quicksilva 4.95 3.95 
Get Off My Garden Interceptor 7.00 5.00 Galaxians Avtic 3.95 3.40 
Valhalla Legend 14.94 QS Scramble Quicksilva 3.95 3.40 
Jumpin Jack Livewire 8.95 7.95 Kongs Revenge S. Hartly 3.95 3.40 
SPECIAL OFFERS FOR THE SPECTRUM OUR PRICE 
THE HOBBIT + BOOK BY MELBOURNE HOUSE £10.95 
HURG £11.95 
mil me) 0) | Ge) Mel] R-fe) ae £11.95 
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Games on Disk 


Richard Shepherd Software and Mogul are 
the latest companies to start producing 
games on disk for the Commodore 64. 

Richard Shepherd’s Commodore 64 
versions of their games including Urban 
Upstart are available on disk at £9.50 or 
tape at£6.50. Urban Upstart features split 
screen graphics /text, over ninety locations 
all of which have a high resolution graphics 
picture associated with them. 

Mogul are releasing their much praised 
‘Fire Ant’ program on disk with all their 
other Commodore 64 titles to follow. Fire 
Ant casts the player as an ant whois trying 
to clear his nest of invading scorpions and 
save the queen ant. 

There has been a big upsurge in disk 
software for the Commodore 64, this is 
because the tape system for the 64 is very 
slow and disks are so cheap. You can geta 
Commodore 64, a 180K disk drive, and 
free software worth about £125 for the 
price of one BBC micro. Disk drives are be- 
ing sold at a rate of one drive for every five 
Commodore 64s. 

Richard Shepherd Software are at Elm 
house, 23-25 Emshot Lane, Chippenham, 
Slough, Berks. Mogul are at 90 Regent St, 
London W1. 


Splat Mats 


Incentive software have printed 20,000 
‘Splat mats’ and are giving them away to 
anybody who sends them a stamped ad- 
dressed envelope. 

This latest gimmick is to draw attention 
to their new game for the Commodore 64, 
Splat. Originally written for the ZX Spec- 
trum the game involves exploration, sur- 
vival, and eating grass!! 

The program is 40K long and is loaded 
into the Commodore 64 in five minutes. 
How? By using a high speed loader called 
‘Power-Load’. These types of loading 
system seem to be very common on the 
Commodore 64 recently. The Com- 
modore tape system is totally software 
controlled, so, all you have to do is change 
the software, and you have your own high 
speed loader. | wish it was included with 
the Commodore 64 to begin with, so us or- 
dinary mortals can use it immediately. One 
game takes over 26 minutes to load under 
‘normal time’. 

ISL have also launched Millionaire and 
Temple of Vran for the ZX Spectrum. 
Millionaire puts you in charge of a software 








company and is a simulation game. Tem- 
ple of Vranis an adventure sequel to Moun- 
tains of Ket also for the ZX Spectrum. The 
final part of the adventure is to be released 
in the autumn. 

Splat costs £6.50, Temple of Vran, 
Mountains of Ket, and Millionaire cost 
E550): 

Incentive Software are at 54 London 


St, Reading, Berkshire. 
Con; 
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Tatung Brainpower 


Tatung, the Taiwanese electronics gaint 
has launched a new micro that is designed 
and made in Britain. 





The Einstien computer costs a massive 
£500 taking it over the BBC micro price 
bracket. The Einstien has 80 K of memory, 
a real keyboard (for the price you'd expect 
it) and a built in three inch disk drive taking 
Hitachi standard disks. The BASIC is the 
non-standard Xtal BASIC as used some 
years ago on the Sharp range of com- 
puters. The BASIC needs to be loaded in 
off disk but this takes only 15 seconds. 
When using BASIC about 40K is left for 
the user, 16K going for graphics, and24K 
for the BASIC language. 

The graphics and screen use the well 
worn Tl graphics generator chip giving 
24 x32 or 40 columns text, 256 x 194 
graphics, with 16 colours and sprites. This 
graphics generator is usedin the TI-99 4A, 
Sord M5, Colecovision, and the MSX 
machines. 

The machine contains 8 K of ROM, this 
is used to start the machine going and load 
in the BASIC at start up. It can take up to 
32K of external cartridge ROM. 

The operating system is similar to the 
standard business operating system CP/M 
and will run some of the pograms that were 
written for it, but as the screen is only 40 
columns wide, most of these programs will 
not run as they depend on 80 columns to 
work. All the languages do work and these 
include a lot of very cheap compilers, 
which means that you can write a game in 
BASIC and have it converted into machine 
code to run many times faster. 

The first games are already out with a 
version of Chuckie Egg by A&F Software 
being ready at the launch. 

There are two joystick ports similar to 
the BBC and Dragon using ‘Pot’ joysticks, 
a Centronics printer port, an RS232 port 
for things like modems for Prestel, and a 
user port. 

Since the launch of the Amstrad and if 
the OL ever gets off the ground the market 
for a ‘quality’ micro seems to be sown up 
with the BBC being established and new 
names coming into the market. Whether 
the Einstien will be a success remains to be 
seen, its design is unremarkable and it 
seems overpriced, even with a built in disk 
drive. 

Deliveries should begin in June or July. 

Taitung are at Bridgenorth, Salop 
WV15 6BQ. 


Valhalla 
for 64 


Legend, the company that brought you 
Valhalla for the ZX Spectrum, has just 
released the game for the Commodore 64. 

Legend claim that the Commodore’s 
capabilities have been used to the full to 
provide more lifelike background and 
flicker free animation. 

Valhalla is an adventure based on Norse 
myths, six different adventures are played 
in the game using 36 cartoon animated 
characters to help and hinder you. Valhalla 
contains over 60 different locations and 
has a high quality of animiation on screen, 
which is what makes Valhalla so special. 
Legend call the game an ‘Interactive Com- 
puter Movie’ or ICOM for short. 

Valhalla cost £70,000 to develop over 
nine months. Legend's next project will be 
totally different and is going to be much 
more complicated, it has a development 
budget of £250,000 soit should be worth 
waiting for. 

Valhalla for the Commodore 64 and ZX 
Spectrum will be available for£14.95. 

Valhalla are at PO Box 435, London E4. 
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FOR ANY 48K SPECTRUM 




















A ‘Jack and the Beanstalk 
eagnesenee by Chris Kerry 
FOR ANY. clebdarti ounn Will Jack get the riches from the 
j Night cpenn ts Me a top secret Si soe select Geis agree Buy Bug 
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FOR ANY SPECTRUM 
Spider's Web by Peter Milne FOR ANY SPECTRUM VIC 20 and the CBM 64 FOR THE BBC ‘B’ Desperate Dan by Reiner Bjerkeli 
Micky isa greedy little spider. He Mega Fruit by Bob Hitching (CBM with Adman Speech) Pyramid Painter by Chas Smith Deep down in Dan’s dungeon are the 
traps lots of Flies and Wasps on his This is the ultimate fruit machine, 3D Silicon Fish by Chris Stamp Can you help Bert the painter finish ghastly monsters, he keeps them at 
web and then stores them to eat later with all the features of the real Sillo has to collect Silicon and off the pyramids before the balls or bay with liquid dartanium. This 
but it's tough for Micky, as the Flies Arcade machines, such as Nudge, return to Earth before the Krllyon Thin Man finish him? liquid is very sweet and is liked by 
bite back. Hold, Gamble etc. destroys him. Will he make it and several rodents, Dan is desperate for 
collect his reward? Only you can help to keep the creatures at bay. 
SELECTED TITLES tell. Can you help? 
AVAILABLE FROM SELECTED BRANCHES OF: RETAILERS CONTACT: 
M 8] R U Lt If you have difficulty in obtaining your copy. Just fill in the Coupon below. 
Tiger trader Post coupon now to; Thor (Computer Software) Co. Ltd., Erskine Industrial 
— Estate, Liverpool, Merseyside L61AP Tel: 051-263 8521/2 
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Greenchy PCS DISTRIBUTION 
(DEBENHAMS Bulldog 


DISTRIBUTORS AND OVERSEAS ENQUIRIES CONTACT PAUL 051-236 8521/2 
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Credit Cards - Orders accepted by Phone- 051-263 8521/2 
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BLE FOR: 
—Tape £8 Disk £9.95; BBC MODEL B—Tape £8 Disk £9.95 
K-—Tape £5.50; SPECTRUM 48K— ~Tape £5.50 







Mail Order Sales from a Dealers Contact 


Microdeal Mail Order 41 Truro Rd, 5 
St. Austell Cornwall PL255JE  -@X@}@a <MICRODEAL DISTRIBUTION 


Credit Card oa Ele sa A or WEBSTERS SOFTWARE 
Phone 0726 3456 <>\—>>—— : > >> 0483 62222 


Selected Microdeal Titles available from milepinpeiek dealers nationwide or from xine branches of 


Stores 


What can we say? 





We're overwhelmed. Though we should just add that with Atarisoft, you can now play Pole Positior’ on the 


Commodore 64, BBC and Spectrum computers, as well as on all Atari® POLE POSITION 


systems. Oh, and we're giving away free a Grand Prix kit and full colour A 
wall chart with every game. from ATARISOFT 


LOOK OUT FOR OTHER LEADING COMPUTER GAMES ON ATARISOFT. PRICES START FROM £14.99. TRADEMARK OF NAMCO. @TM ARE TRADEMARKS OF ATARI INC. 





Tam cali) eve] Coletswel-lant-MyZelU Rexelalace)ir-Mel-laat-le 
ed class Z civilian transport which is unable 
to break free from a planet's gravitational 
pull. You must, with skill and precision, 
safely land it in a starship bay (this is 
situated in the middle of the landscape). If 
you land it anywhere else the thin surface 
layer will crumble and you will fall into the 
raging fires of the inner world. Remember 
to land with a velocity of less than 200, 
otherwise the weak structure of the lan- 
Co lTarem exs\YMMWYALIM ol ¢<t-].@r-Lare fr- Mam LCM WALL OL = (os 

Each screen adds a variety of obstacles 
which block your descent. With precise 
useage of thrust and super-thrust these 
EY aTole) ef ol Nave) ofce)o)(-aame atclanicyanlel-im coh z-1Ce1 a 
the fuel level — don’t run out or else you 
won't be able to thrust and will result in dire 
consequences. 


Possible Alterations 


Musical tunes could be easily incorporated 
for left, right and centre. A hall of fame 
could be substituted for the high-score 
routine. XX =FRE("’ '’) could be used to 
force garbage collection. In line 710 you 
could alter the amount of fuel you start 
with, so that in higher screens you get 
more fuel 
(eg. F=400 + SH» 50-SK-% 50) than in 
lower screens. 

As it stands there are 13 different 
screens, but with a 48K Oric or Atmos 
another 25 or so will fit. 
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RUNdown 


Line 
0) 
YAO Es) 0) 


100-500 
600-790 
800-850 


900-950 
1000-1100 
1200-1450 
1500-1730 
1640-1680 
1690 - 
1710 


2000-2260 


2100-2260 


Action 


Toggles off cursor, 
keyclick, and CAPS. 
Jumps to various sec- 
tions of the program. 


NV FeTiaM Cele) om 

Set up screen routine. 
Successful landing 
routine. 


Crash routine. 
High-score routine. 

Set up screens. 
Instructions. 

Redefines control keys. 
Skill level input. 

Resets variables for 
game. 

Redefine characters, 
sets control keys, strings 
bie) Felave ier] eL-¥-Tae RsxelU lave B 
initial high-score. 

DATA for redefined 
characters. 
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Variables Used 


L$ ,R$ ,11$T2$, Control keys. 
P$ ,P1$ ,P2$P3$ Landscape strings. 


Us Music string. 

HS,HS$ High-score, Holders 
name. 

a a] Current position of 
ship. 

Oe Old position of ship. 

F,V,H Fuel, velocity, and 
height values. 

LI,SH,SC Lives left, sheet 
number, and score 
values. A 

Z Flag, disable thrust if 
no fuel left. 

SK Skill level. 

RO Rounds, for 
calculating sheet 
raven) ol=1 a 

AS General input string. 

I$ Main Input. 

T,R,Q1 ,Q2 General variables. 
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Conversion Clues 


This program should run on an Oric 
16K 8K without alteration. For those un- 
fortunate enough not to own an Oric, here 
are a few hints for conversion. 


POKE #24E,X Alters the delay 
before the 
keyboard auto 
repeats. Saves 
bashing the keys. 





POKE #24F,X Alters the rate (0) j 


FU) Comic) 0)-t-hd lave i 


MUSIC,PLAY Oric specific sound 
commands. 

ied Coy 4\ oa =.4 2) 0) D) = oan Yee K- -We| 
sounds. 

CHRS (6) Keyclick toggle. 

CHR$ (17) Cursor toggle. 

CHR$ (20) CAPS toggle. 

Colour Codes. 

0 = Black 

1 =Red 

2 =Green 

3 = Yellow 

4 =Blue 

5 = Magenta 

6 =Cyan 

7 =White 
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PLANET LANDER 

by R.A.Wright 
PRINTCHR$ (17) ,CHR#(6) ,CHR# (20) 
cLSs 
GOSUB2008 


GOSUB1500 
GOTO4680 


REM 


X2=eX12Y2=Y1i 

IS=kKEYS 

IF IS=L#THENX1=X1-1 

IF I S#RSTHENX1=X1i+1 

IFX1=1 THENX1=2ELSEIFX1=39THENX1=38 
IFZ*QTHEN14@ 

IF I$=T1$THENV=V-25: F=F-15: GOTO19@ 

IF 1$=T2$ANDY 1 >2THENV#V-SQ1 H=H+1 000; YI=Y1-1:F=F-25:GOTO198 
IF I$=P$THENGETA$: GOTO188 

H=H-1000; Y1=Y1+1:V=V+30 

IFF<#1QTHENZ™O: F#@ 

PLOT31,24,STR#(F) 

PLOTS1,25,STR#(H) :PLOTS1,26,STR#(V) 

IFH< 1Q@QQ@THENPLOT36,25," " 
IFF<1@Q@THENPLOT34,24," " 
IFABS(V)<1@@THENPLOT34,26," " 

FEC Xee gavage am til Fe OMEN cig hYiciee Lig mn 
IFSCRN(X1,Y1)<>32ANDSCRN(X1,Y1) < >46THENTO@ 
IFSCRN(X1,Y1-1)< >32ANDSCRN(X1,Y1-1)< >46THENTOO 
IFSCRN(X14+1,Y1) < >32ANDSCRN(X1+1,Y1) <>46THENIOO 
IFSCRN(X1+1,Y1-1)< >3S2ANDSCRN (X1+1,Y1-1) < >46THENIO8 
IFY1=1THENY1=2 

IFV< BTHENV=28 

Fae GTR XOs een Volurgpa oy omai Feil WIE eLee a Yolcerdug tt ben 

IFY1=20ANDX1<¢ >19THENTOO 

IFX1=19ANDY1=21ANDV >=2QQTHENIQQ 
IFX1=19ANDY1=21 THENBQQ 

GOTO10@ 

REM 

REM 


SH=SH+1: SK=SK+. 1: IFSK>STHENSK=5 

CLS:PLOT3,24,"score ...":PLOT3,26,"sheet ...":PLOT2@,24, "fuel 
PLOT20,26,"velocity .."sPLOT20,25, "height Vee REGie eo wees Ollie Ore 
PLOTS, 25, “lives 

FORR@=1 TOS: Q1L=INT(RND (1) #37+2) s Q2@INT(RND(1) #1941) sPLOTO! ,Q2,46: NEXT 


ONSHGOTO71@, 1200,1220,1230,1250,1270,1298,1320, 1340, 1360,1590,1418,14358 
H= 19000; V=O:F2999-Sk#70: 251 


XL@INT(RND (1) #3245) 2 Vie21Y2e21X2eX1 
PLOT2,20,P1#:PLOT2, 21 ,P2$:PLOT2,22,P2¢ 

PLAY2,0,4,100 
FORT#=1T06:PLOTIG+T, 20, 32:PLOT1G+T, 19,32: PLOTX1-3+T, 3,52: PLOTX1~3+T,4,32 
PLOTX1-3+T,2, 32: NEXT 
PLOT12,26,STR#(SH+RO#13) :PLOT12,24,STR# (SC) :PLOTI2,25,STR# (LI) 

GOTO1a0 


REM 


PLOT19,21,"HI":PLOT19, 22, "JK": SC@SC+SH*5Q+F 
FORT#=17T021:PLOTT,19,32:PLOTT, 20,32: NEXT 

IFSH=1 3THENSH=@: RO@RO+1:LI=L1+2: SC=SC+10Q@ELSEB48 
FORT=1TOZ2STEP2:A1=VAL (MID#(U#,T,2)) :MUSIC1,A1/2,A1,8:MUSIC2,8,A1/2,0 
MUSIC3,6,A1,1@:PLAY7,4,4,600: WAI TSQ@-T: NEXT: PLAYG,0,0,8 
FORT=2T019:PLOT13,T,"you’ve landed":NEXT:WAIT2@@:PLOT2,13,12 
PLOT3,13,"press any key to go to next screen": GETA#: GOTO608 


FORT#17T0140. 

PAPER (RND (1) #3+3) NEXT 

WAIT3@: PAPER@ 

LI=sLI-1:SC#SC-75: IFSC<@THENSC#=@ 

IFLI=@THEN1 000 

PLOT15,10,12:PLOT146,10,"get ready":PLOT26,10,8:WAIT1@0: GOTO610 


CLS: INK1 

PLOT2,1,1@:PLOT2,2,1@:PLOT14,1,"high score":PLOT14,2,"high score" 
PLOT2,5,1@:PLOT2, 6, 10:PLOT16,5,STR$ (HS) :PLOT16,6,STR$ (HS) 

PLOT Sone Onieiieis soya: 

PLOT2,11,1@:PLOT2,12,10:PLOT (39-LEN(HS$#) )/2,11,HS*# 

PLOT (39-LEN(HS#))/2,12,HS# 

PLOT1,20,5:PLOT7,20,"y our s cor e":PLOT26,20,STR¥#(SC) F 
IFSC>HSTHENPLOT2,23,12:PLOT3,23,"you have beaten the high score! !"ELSE11@@ 
POKE£24E , 32:PING: GETA#: WAITSO@ 

CLS: INPUT"type name then press <return>";A$ 

IFLEN (AS) >@ANDLEN (A%) <35THENHS=SC: HS$=A$: GOTOIQ@GELSE 108A 
PLOT4,26,"..press any key to continue..":GETA$:GOTO48 
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FORT=1TOSK#3+9: Q1SINT(RND (1) *37+2) : :Q2=INT(RND(1)#19+1):PLOTO1,O2,88 
NEXT: GOTO718 

REMS === Sheath Sg 
FORT*®3TOS9STEP4: PLOTT, 10,65: NEXT:PLOT1,1@,5:GOTO71@ 

REM ---- sheet 4 ---- 

FORT=STOS9STEP4: PLOTT,13,65:PLOTT-2,8,65:NEXT:PLOT1,13,1:PLOT1,8,1 
GOTO071@ 

REM -~~-= sheet 5 ---- 

FORT=4TOS4STEPS: PLOTT,15, "AA": PLOTT+2, 18, "AAA": PLOTT,5S, "AA": NEXT 
PLOT1,15,5:PLOT1,1@,1:PLOT1,5,5:GOT071@ 

REM ---- sheet 6 ---- 

FORT#=STOS9STEP4: PLOTT,4,65:PLOTT,8,465:PLOTT, 12,65: PLOTT, 16,65: NEXT 
PLOT1,4,1:PLOT1,8,5:PLOT!1,12,5:PLOT1,16,1:GOTO071@ 

REM ---- sheet 7 ---- 

FORT=2T039: PLOTT,10,465:NEXT:PLOT1@0,10," “:FORT=3TOS9OSTEP4: PLOTT,5,65 
PLOTT ,15,6353NEXT: PLOT1, S,o:PlLoOTi, 10,3:PLOT1, 15,5: PLOT28, 12, " i 
gO0T071@ 

REM ---- sheet 8 ---- 
FORT=STOSSSTEP1@:;PLOTT,S,"AAAAAA":PLOTT, 15, "AAAAAA":NEXT:SPLOT1 ,5,5 
PLOT1,15,5:FORT=9T032: PLOTT,1@,65: NEXT: PLOT1,1@,3:GOTO710 

REM =<—=— sheet 9 ---- 

FORT=2T023:PLOTT , 8,65: NEXT: FORT=39TO1 7STEP-1:PLOTT,13,65:NEXT:PLOT1,8, 
PLOT, is,sF% GOTO710 

REM ---- sheet 19 ---- 

FORT=1T015: Q1=INT (RND (1) #3742) :Q2=INT (RND(1) #15+2) :PLOTQ! ,Q@2,88:NEXT 
PLOT2,6, "AAAAARAARAAARAAA": PLOT21,6, NARBAARARRAAARAA" : PCOS, &: PCOTI ¢i2, o 
PLOTI2, 12 "AAAAAAAAAAAAA"PLOTIS, 7, VPPUOTIS 585 

BOTO710 

REM ---- sheet 11 ---- 
FORT=2T018:PLOTS,1T,65:PLOT15,7,65:PLOT25,7,65:PLOTS5, 1,65: NEXT 
FORT=87T012:PLOTS,1T,32:PLOT1S,7,32:PLOT25,7T,32:PLOT3S, 17,32: NEXT 
PLOT6,18, "AAAAAAAAA": PLOT246,1@, “AAAAAAAAA": PLOT146,1@, "AAAARAAAA": GOTO71@ 
REM ---- sheet 12 ~---- 

FORT=STOSSSTEPS: PLOTT,5, "AAA": PLOTT,15, "AAA": PLOTT+4, 10, "AA" sNEXT 
PEOTL Sst PEOn WG corr eOmly loi Gono’ 

REM ---- sheet 13 ---- 

FORT#1@TO13:PLOTS,T,"u n 1 u é k y 1 el toh) cape sl 

NEXT 

FORT#STOSISTEP4: PLOTT+2,6,"AA":PLOTT+1,15, "AA": NEXT:PLOT1,8,3:PLOT!,15,3 
GOTO0710 


REM 


WAIT7@: CLS: INK2: PAPER@: POKE£24E , 32 
PLOT1@,1,1:PLOT11,1,1@:PLOT12,1,"planet lander. 
PLOT1@0,2,1:PLOT11,2,1@:PLOT12,2,"planet lander. 
PLOT2,4,"Your class Z civilian transport has 
PLOT2,6,"been severely damaged in an asteroid 
PLOTS,8,"storm.You must quickly land it on 


PLOT11,10,"a nearby planet.. 

PLOT1@,11,3:PLOT15,11, "controls. 

PLOT9,13,"to move left PPCOMa og logs 

PLOT9,14,"to move right .....":PLOT29,14,R$ 

PLOT9,15,"to thrust oe "SPLOTZ9, 15.71 

PLOTS, 16,"to super-thrust ..."2PLOT29,146,T2¢ 
PLOT9,17,"to pause >» ":PLOT29,17,P¢% 

PING: PLOT7,20,"are these keys o.k. (y/n)":GETA$ 

IFAS="y" THEN] 69@ELSEIFAS="n"THEN14640ELSE 1628 

REM ---~- redef.controls ---- 

CLS: FING:PLOTS,1,"to move left “;GETL$#:PLOT25,1,L3 
PLOTS,2,"to move right .....":GETR#:PLOT25,2,R$ 
PLOTS,3,"to thrust ....0..... ":GETT1$:PLOT2S,3$,7T1¢ 
PLOTS,4,"to super-thrust are tee ee! PLOT25,4,T2$¢ 
PLOTS,5,"to pause ooee "SGETPS$:3PLOT25, 5, Ps 
IFL$=RSORL$=T1 $ORL$eT2SORR$=T 1 SORRS=T2FORT1$=T2$THEN1 64ELSE 1500 
PING: PLOT6,23,"select skill level (1 to 5) '':GETA$:SK=VAL (A$) 
IFSK >@ANDSK< 6 THEN! 7 1@ELSE1690 

REM ---- reset variables -—-~-- 

SC=0; SH=O: LI #3: RO=O 

PLOT7,26,"press any key to continue":GETA$ 
POKE£24E , 4: RETURN 

REM 

REM 


FORT=466@0T046735: READZ 

POKET,Z:NEXT 

Lenz": Rea" "sT1 Seas T2$2"\ "Pg" n" 

P1$="ACNQ = PCN QOAN@ ONPOBC NP NPOCAQ" RETURN 
P2$="AAAACBQOAAADARAAA AAAAAAAB CN QAAAAAA" DATA 63,63,63,63,63,63,63, 63° 
P3$=" AAAAAARAAAAARAAAAF GAAAARAAARARAAAAAAAA™ DATA 60,62,42,42,62,63 63,63" 
US=""121G08G8VB202 1 08402020802101010" DATA 15/31.31.31,31 63,635,635" 


HS=250@:HS$="p lanet lander." DATA 32,32,32,32,32,32,32,32° 
DATA Talelsty lel ety d (& 
DATA 32,32,32,32,32,32,48,63' 
DATA 1,1,1,1,1,1,3,63'G 
DATA sivisl, l,i, 3H 
DATA gly Sey 52, 52,481 
DATA +7,15,14,28'J 
DATA 8, 56, 54, 40, 30,6'K 
DATA v3. Sel, Q° ib, 
DATA 8,56,48,48,32,0'M 
DATA 196,68,62,62,63'N 
DATA 915,01,31,63'°0 
DATA 
DATA 


GAMES COMPUTING JULY 1984 





SUPA CATCHA 
TROOPA 























SUPA CATCHA TROOPA 

Be astounded by the superb hi-res graphics, the six levels of play and 
amazing sounds. Destined to be one of the most sought after games 
this Christmas. 


GOLF 


We created it for the Spectrum, now also available for the 64. An 
extremely realistic challenging and fun experience. The authentic 
computer golf, addictive whether or not you play the outdoor 
game. 


Call in at your local stockist or contact us now for these and the 
rest of our range on the Vic-20, Commodore 64, Spectrum and Dragon. 


Abrasco Ltd., The Grange Barn, Pikes End, Eastcote, Middx. HA5 2EX. 
Tel. 01-866 2518. : 


















Vic 20 computers 
have been talking back to \ 
their owners for quite some time. Now, \ 
Commodore 64 users can have that same ‘ 
pleasure too—by getting an Gale 
SPEECH SYNTHESISER! It’s word power 
is endless as there is no set vocabulary. Yet 
operation is simple. The 64 elements of 
English speech are pre-programmed to let you 
put your words together as soon as you switch \ 
on, Just imagine..,.you'll be able to program your \ 
own adventure games with characters that can ¥ 
actually talk, Many leading software houses are \ 
now developing programs that are compatible 
with the Adman 64 Speech Synthesiser. 

First releases are: 
Twin Kingdom Valley (Bug—Byte) Attack— 
Attack (Voyager) 3D Silicon Fish (Thor 
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8k and 16k RAM PACKS and er eoce------4 
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a 3 PORT EXPANSION Adman computer accessories are available from all 1 Please send me information on Adman Vic eal 
MOTHERBOARD. good computer shops. For futher information, why | Accessories 1 
Prices around: not take a lead from our speech synthesiser.,,..ask 1 i] 
for it! See you local dealer or simply post the 1 Name = 1 

8k Ram Pack ..... £29.95 coupon I I 
16k Ram Pack. .... £39.95 ; 1 Address ee : 
Motherboard. ..... £19.95 Dept. C, Adman Electronics Ltd., Ripon Way, I I 
Speech Synthesiser . . £49.95 Harrogate, N. Yorks, HG1 2AU. Tel. 0621 740972 1 = t 
: 1 7/84 64 GAMES COMPUTING ! 

Adman Electronics Ltd. is a member of the Adam Leisure Group PLC apie t tren | 
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Enjoy the hilarious antics of the Comical Mouse as he overcomes all dangers to win the 
My heart of the lovely princess by collecting her lost diamonds. He mustclimb ladders, slide [iss 
down the chutes, use transporters and trampolines to jump across divides to escape and ff 
outwit his pursuers. Six screens with three levels of difficulty. 


VIC 20 COMMODORE 64 SPECTRUM 
J.S. £7.95 J.S. £7.95 48K JS/K.B £5.95 


AVAILABLE NOW AVAILABLE APRIL AVAILABLE APRIL 


TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322) 92513/8 


MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 [.~ 





PAYMENT BY CHEQUE P.O. ACCESS/VISA 50p POSTAGE & PACKAGING 





TURBO CHARGE 
YOUR SPECTRUM 


ee 


Outperforms any Spectrum interface 
The unique Turbo interface from Ram gives you all these Or call our credit card hot line on 02514 25252. (Access and 


features — and more — in one unit: Visa welcome). 


*& A variety of interfaces including: Rom cartridges, two 9-way D plugs CUB ar Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire 


for standard joysticks, PLUS fullexpansion busatrearn 
* Compatible with Kempston and Protek protocols. Dy pee send me: GC7 


*% Works with latest Quickshot Mk II auto rapid-fire joysticks! _____ Spectrum Turbo Interface(s) at £22.95 
+ £1p+p (overseas orders £3 p+p) 


Nees: 3 ______ Quickshot II Joystick(s) at £9.95 
*& Instant program loading with cartridge software. (Only when purchased with Turbo — normally £12.95 + £1 p+p) 


*& Built-in power safety device — unique to Ram Turbo. | enclose cheque/postal order or charge my Access/Visa for: £ 


*& Choice of Rom cartridge or tape cassette software. 


*& Immediate availability — 24 Hr despatch on receipt of Name 
PO./ credit card details (cheques — seven days). Address 


* Incredible value — only £22.95. 4 (G NY 
So don't wait around—simply complete fy Fe —_________— 
the coupon and send it to us today. To: Ram Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire GU13 8PA. oI 


Trade and export enquiries welcome. 


{ 
| 
| 
*¥ Full one year guarantee. EN == | 
| 
| 
| 
| 
| 





NIDEO ADD-ONS 





Mike Roberts has been examining some of the many add-ons you can get for 
video games and asking, do they enhance the games? 


Many years ago the home video game 
made its first appearance, it was 
monochrome, had little or no sound, and 
could only play the games that it was 
originally programmed for. The next 
generation of games had colour and limited 
high resolution graphics, but most impor- 
tantly — they could be programmed by 
buying extra cartridges to play different 
games. But the latest video games have a 
built in flexibility. They can have extra add- 
ons from speech synthesizers to computer 
keyboards. 


SUPERCHARGER 
Made by: Starpath 


System: Atari VCS/2600 
Price: £19.95 





The Starpath Supercharger is an expander 
for the Atari VCS and plugs into the car- 
tridge port, but there the resemblance to a 
cartridge ends. The unit itself is about eight 
inches long and slightly wider than a car- 
tridge. On the top of the device is a handle 
with a lead for a cassette recorder coming 
out of it. 

The way the Supercharger works is to 
replace the cartridge ROM with RAM like in 
2 normal computer, and a cassette inter- 
f This means that games for the Super- 
charger are on tape and only cost about 
£10 

There are anumber of advantages with 
this device over a normal cartridge game 
apart from the price. The graphics with this 
system are superb. The quality of graphics 
is dependent on the amount of RAM 
memory that the computer or game has. 
The Atari normally has about 128 bytes of 
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RAM, only some of this is used for the 
graphics screen. The Supercharger ex- 
tends this RAM memory to 6272 bytes, 
some of this needs to go to store the pro- 
gram that is loaded in from cassette, but 
much more than the Atari’s original RAM 
can be given over to the display. 

The biggest test of any games system 
is the games that it plays. The games that 
are available for the Supercharger are fan- 
tastic when compared to other Atari 
games, and some are even graphically bet- 
ter than the more recent Intellivision and 
Colecovision systems. 

There are some good points and one 
bad point about the games being on 
cassette. The bad point is having to wait 
30 seconds for the game to be loaded into 
the computer — but computer users have 
been waiting up to 20 minutes for a game 
to loadfor years.The good points outweigh 
this though. The price of the games are a 
third of the normal price for games, the 
complexity and aforementioned graphics 
ability of the games is much better. One 
feature of some of the games is a multi- 
load system, this means that, say in an 
adventure, the game would be played in 
parts and you would load the game in bit by 
bit. 

There are plenty of games available for 
the Supercharger, one game, Phaser 
Patrol, is included with the system. For 
reviews of Supercharger games see Video 
Vying elsewhere in this issue. 

This unit is a real must for any serious 
Atari owner. The Starpath Supercharger is 
available from Silica Shop, 1-4 The Mews, 
Hatherley Rd, Sidcup, Kent. I’d also like to 
thank Silica Shop for the loan of the Super- 
charger and games for it. 





INTELLIVISION MUSICAL 
KEYBOARD 


Made by: Mattel 

System: Intellivision 

Price: £69.95 + £89.95 for the 
computer adaptor 





This unit is really an add-on to an add-on. 
First you must plug the Intellivision com- 
puter module into the master component. 
This unit adds an extra three sound chan- 
nels, 12K of ROM and 2K of RAM to the 
system and the ability to run BASIC like a 
real computer, this feature is discussed 
next month. 

The musical keyboard is plugged into 
the port that the computer keyboard is 
usually plugged into. Next to this port is a 
tuning knob to balance the sound 
generator in the computer adaptor with the 
one in the master component. If this is not 
done some notes when played will sound 
louder than others. 

The keyboard itself is a full sized syn- 
thesizer type, usually the sort of thing that 
you find on much more expensive 
dedicated music machines, but the feel of 
the keys is odd.They have too much move- 
ment and are far too springy. 

The sound is reasonable but you cannot 
change voices on the sound generator, this 
means that you can only get a beeping 
noise out of the machine and not have ac- 
cess to other types of sound that the In- 
tellivision can produce. One big failing of 
this keyboard is the software. All that is 
provided is a straight hit-a-key-and-a-note- 
sounds kind of thing with six note 
polyphonic sound and echoing of the note 
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in musical notation to the screen. 

There is a cartridge that plugs in which 
trys to teach you music by using the keys 
to shoot down notes, and points being 
scored for accuracy, but it’s only claim to 
fame is the ten pre-recorded tunes that 
come with it. 

In all this device has real potential but it 
is spoiled by having very inadequate soft- 
ware not realising the full capabilities of the 
Intellivision. It is interesting to note that the 
keyboard will actually plug into the Com- 
modore 64 and can be read by using the 
joystick ports. Lets hope that someone 
writes some decent software support 
around this promising piece of hardware. 


EXPANSION MODULE 2 
TURBO DRIVE MODULE 


Made by: CBS 
System: CBS Colecovision 
Price: £49.95 


The Colecovision Expansion Module 2, 
otherwise known as the Turbo Drive 
Module, is an eight inch steering wheel on 
a dashboard and a plug in accelerator 
pedal. The standard Colecovision joystick 
plugs into the side of the dashboard and 
functions as a gear lever. 

The module itself plugs into one of the 
joystick ports. Four batteries are needed, | 
think this is a bit awkward, especially as 
power could have been taken from the 
main games module as in the case of the 
Roller Controller. It may have made the unit 
cheaper to manufacture, but in the long run 
it will work out expensive using batteries. 
There isn’t even a socket for a mains adap- 
tor. 

The ‘feel’ of the steering wheel is ex- 
cellent and having a full size control wheel 
in front of you certainly enhances any rac- 
ing game. The game Pit Stop from Epyx 
can be played with either the joystick or the 
steering wheel, and after playing the game 
using both | can safely say that the Expan- 
sion module 2 makes all the difference and 
adds a lot to an already exciting game. 

The Expansion Module also comes with 
the game Turbo by Sega, this is reviewed 
in more detail in Video Vying. It involves 
driving your racing car down various roads 
and past different types of scenery. There 
will be more games suitable for this module 
including a ‘Dukes of Hazzard’ game based 
on the series. 


“ Seaonten 
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The price may seem a bit on the steep 
side but when you break it down into the 
component parts the price becomes quite 
reasonable. The start price is about £50, 
for this you get a cartridge, a reasonably 
sized steering wheel with dashboard, and 
an accelerator pedal on along cord. A car- 
tridge would cost you £30 and a good 
joystick could cost you up to about £20 so 
£20 for the controller seems quite 
reasonable. 

One gripe | have about the steering con- 
trol is that the car will only move when you 
are turning the wheel, so if you stop turn- 
ing the wheel the car stops turning and 
goes in a straight line contrary to the nor- 
mal behaviour of a car. 

If you like driving games and are willing 
to spend £50 then this is a good addition to 
the Colecovision. 


ROLLER CONTROLLER 
Made by: CBS 


System: CBS Colecovision 
Price: £45-£50 





The Roller Controller is a device more com- 
monly known as a trak ball. The unit has a 
ball similar to a snooker ball in its centre, 
this is what is used to control the on-screen 
action. To control your player you simply 
flick the ball in whatever direction that you 
want to go. This kind of control is very 
much suited to the kind of game that re- 
quires a pointer or object to be moved 
around the screen. A good example of this 
is the first arcade game to use this techni- 
que — Missile Command by Atari — some 
years ago. 

The CBS version of the trak ball is a 
large housing with the ballin the centre and 
holes for the joysticks to plug into. The 
joysticks are connected to the controller, 
which has its own four fire buttons to take 
the place of the four on the joysticks. There 
is an adaptor that the power lead to the 
Colecovision plugs into. This is so the 
Roller Controller can draw its power from 
the Colecovision supply and not have to 
use batteries like the Turbo module. The 
controller then plugs into the, now vacant, 
joystick ports. There is a small switch on 
the front of it that is marked Joystick/ 
Roller, this means that the trak ball can be 
used to play ordinary games on as well as 
trak ball dependant games by functioning 
like a joystick. 








There is a game supplied with the 
device called Slither, there is a full review 
of this in Video Vying. The action of the 
trak ball leaves something to be desired 
after feeling the control of other similar 
units, but it was adequate to play Slither 
on. 

Overall my impression was that it 
would be better to have a better joystick 
than to use a trak ball, but for some games, 
like Missile Command, a trek ball is ab- 
solutely necessary. A nice device but | 
think it is a matter of personal preference 
whether one of these will do you any good. 


EXPANSION MODULE 1 
— COLECOVISION/ 
ATARI ADAPTOR 


Made by: CBS Electronics 
System: CCBS Colecovision 
Price: £69 





This little gadget allows the user of a CBS 
Colecovision to play games that were 
originally intended for the Atari 
2600/VCS. The unit contains all the swit- 


ches and sockets that the real Atari 
machine has including left/right difficulty, 
colour/black and white reset, and game 
reset. On the top of the box there is an Atari 
cartridge hiding behind a protective flap. 
There are two joystick ports on the front of 
the adaptor that the Coleco or any Atari 
compatible joysticks can be plugged into. 

The adaptor itself is plugged into the ex- 
pansion slot on the front of the Colecovi- 
sion video game. This slot is what makes 
the Colecovision video game one of the 
most advanced machines on the market as 
it can be expanded past what it was 
designed for as shown by the Adam com- 
puter system that plugs into this port. 

The adaptor does seem to be fully soft- 
ware compatible, but when it came to us- 
ing Atari compatible hardware add-ons | 
came across some problems. With the 
Starpath Supercharger for instance, the 
screen filled with striped garbage that just 
changed colour when | pressed reset. 
When taking the same Supercharger onto 
an Atari it worked perfectly, so if you got 
something like this it may pay to check it 
out first as it may not work. 

The Adaptor doesn’t describe this unit 
in full detail. It actually has a second micro- 
processor in it (it took Acorn three years to 
get its second processor out for the BBC 
micro) and full supporting electronics. This 
device is a must for any Colecovision 
owner who is satisfied with the ability of 
his video game but would like to have the 
ability to play all the games that are 
available for the Atari VCS. 
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Foe and bottom border: ; 
- Snail’s path. 
» . Left edge of screen. 
» Right-edge of reen. 
~The slugs: 
> Check for space bar. 
‘Used. as. cede 
- counters 


impossible to o convert EVIC 20 
“programs because there are a lot of PEEKs 
Checks if players one hes _ and POKEs involved. Unless you know 


“ran into'a ‘slug if'so500. what you:are doing | would not recom- 
Checks if player two has sidaleel Si ce this for any other 
ran into a slug, if 0 hen ue 

“B00 ce 
- Checks if: playe 
: npaver at 





















































































































TRERUNT cor 
5 $1=8:S2= 
6 GOUSUBSGG0 
1@ PRINT"" 
3@ FOKES6876, 15 : ( 





37 FORVV=F68@TO7 781: POKEVY. 3: POKEVV+38728. 6: NEATYY 

38 FORVV=5164708195: POKEYY, 3: POKEYY+38726. 6: NEXTYY 

48 M=77aZ 

5@ FORN=17T058 

39 H= INTC RND(63 #461 > 

68 POKEX+H, 6: POKECR+H)+38728.5 

78 HESTH 

a@ FORID=T?G2TOS142STEP 22: POKEDD. 4 POKEDD+30720, 2:NEXTDD 

@1 FOREE=7723T0S163STEP2Z2 : FOKEEE. 5: POKEEE+3072@, 2: NEXTEE 

146 PL=77H2+22e¢ INTCRNDC G9 #21 >> 

11@ P2=7723+22%¢ INT CRNDC BD #215 

126 POKEP1.6:POKEP1+30720.6 

156 POKEP2, 1 :POKEP2+36720.6 

144 GETAS 

145 IFAS="%"THENP1=P1+1 :POKEPI~J 2: POKES6S76» 

156 IFAS= "A" THEMP 1 = Pi-21‘POKEP 1+: X 

155 4 

16a IFAS= ="; "THENP2=P2-23 | POKEP2+ 

170 IFAS="“"THEHP2=P2+21 :POKEP2-21. 

175 IFAS="."THEHP2=Fe-1:POKEP2+1,2:° 

{177 FOKES6976, 8: POKE36375.6 
IFPEEK¢F 1 2 =23THENS8G 

i STHENF88 

=6THENS@8 

STHEN6ES 

“THEN? 6G 

“THENS&6 
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TEPEEK <P 
IFPEEK CP2> 
IFPEEK ¢P19=STHENS@G 

9 IFPEEK(P22=4THEN1 G60 

@ GOTOLSe 

GOSUBZH60 

RIHT eee LAYER 1 HAS CRASHED MSBIINTO THE BORDER" 


S2=S2+1 
ear neeeo 
Se GOSUBZRaB 
4 PRINT" UeSQIISPLAYER 2 HAS CRASHED MMBIINTO THE BORDER” 
 S1=Si41 
BOTHSEGG 
BOSUBZAGR 
PRINT" DoaIMOMBIPLAYER CINE HAS RAN SWIINTO THE DEADLY SLUGS" 
S2=52+1 : GOTOSERR 
GOSUBLH6a 
PRINT "SQRIMOMNIPLAYER TWO HAS RAN SABIINTC THE DEADLY SLuos” 
S1=8141 GUTOSa00 
780 GOSUBSHGG | 
SiG PRINT" SRIMIWMPLAYER ONE HAS RAN MISINTO PLAYER TWO’S PATH" see 
T2G SZ=S2+1 GOTOSGEG See 
BHG GOSUBSHae peat ‘ 
216 PRINT" TSRISWMIPLATER TWO HAS RAN MINTO PLAYER ONE*S PATH” .\ 
— fase s1=s1+1: coTosae0 i e ; 
 |oG@ FORH=128T0255 : POKE36874.N:NEXTN: POKESG974. 8 
BIG FRINT"OMWENEPLAVER ONE HAS MADE ITMMRITO THE OTHER SIDE" 
$926 Si=514+1: 50705888 
|ieae FORN=128TO2SS: FOKES6874. N° MENTM : POKES6S74.5 
[ioie PRINT*SRNNUFLAYER THO HAS MADE TTXO@BITO THE OTHER SIDE" 




















STEP=1 PORESES74. Ho MEXTN: PORESES?4. & 
Bm POR 27: RETURM 

: PRINT" SMRWIELATER 1 RERVER 20 
PRINT" ST 31 SDR BRRRE So" 
IFS2=3THEHE GHG 

URE: THEN Fr Bee 

PRINT" SQR@BFRESS SPACE BAR" 

Eh GETS $= ie $=" "THENLG 








PRINT" ZNPLAVER TWO HAS WON" 

fH GUTOFTe1E 

PRINT" SQ LAYER ONE HAS WON" 

M PRINT"AQPRESS SPACE TO PLAY" 

H GETZ$:IF2Z$=" "THENPOKES6869. 246: RUN 
GOTOr B28 

REM INSTRUCTIONS 

PRINT "SIO BRBBESHAIL TRAIL” 

PRINT’ SQTHIS GAME REQUIRES": FRINT"MTWO PLAYERS. PLAYER 
LSeeH HE LEPT OF: 

PRINT" MTHE SCREEN AND PLAYER" :PRINT"MTWO ON THE RIGHT. THE" 
INT" RIDER OF THE GAME 15 " 

304 PRINT" TO REACH THE OTHER ":PRINT"MSIDE OF THE SCREEN." 
9656 PRINT" SBBPRESS ANY KEY" 

139666 GETZ$: IFZ$=""THENSHSG 










"PRINT" 













BORDER" 
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S680 PRINT SPLAYERS TREAIL.OR THE" 
9696 PRIHT"@DERDLY SLUGS. " 


316G PRINT" SPLAYER 1 RERTER 2. 
311@ PRINT" SR-UF Ole 
3128 PRINT" 2-D0WH ?-DOWN" 
3138 PRINT"X-RIGHT atataye) 


3148 PRINT"SFIRST UP TO THREE" 

S1iS8 PRINT" APRESS SPACE TO PLAY" 

GETZ¢: I1FZ$=" "THENGOTO9286 

GOTOS166 
FORT=P163707175:READP 1: POKEI.F 1: HEXT! 
DATAS, 112. 246, 249,256,251,114.127 
FORT=7176T07183:READP2:POKEI,.P2:NEXTI 
DATAG. 14, 31.159,95, 223, 206, 254 
FORT=7184707191 > READY: POKEI.V:NEXTI 
DATAG, 6. 4,4.8,6,24.8 
FORT=71392T07199 :READVY: POKEL . 4: NEXTI 
DATAG, 8.9, 255, 255,6,6,68 
















DATA. : 
FURI=?: 


















DATARS : 64,64.64,.64,.64 
FORT="216T0 ‘READS: POKET. &:NEXTI 
DATAS. 128,.64.15 163-63, 6 

oe 5 





DALALCADE reson 


GAVAGE POU 


ATARI™ A truly remarkable depiction of life cycles in a 
freshwater environment. A semi-educational pro- 
COMMODORE gramme with high resolution graphics, crammed 


64™ with thrills, spills and excitement, featuring: 
BBC & Amoeba (Rhizopoda); Hydra (Chlorohydra 
ELECTRON Viridissima); Dragonfly (Erythromma Najus); 


Bloodworm (Phylum Platyheminthes); Jellyfish 
(Craspedacusta Sowerbeii); Beetle Larva 
(Macroplea Leachi); Spider (Argyronata Aquatica); 
Water Fleas (Scapholeberis Mucronata); Bumble- 
Bee (Bombas Lapidarius); and our special guest star 


THE COMMON FROG 


(Rana Temporaria) 
Awesome. ... in its conception 
Brilliant... in its depiction 
Dynamic... in its execution 





















“Savage Pond is a real joy. A totally unique concept, well 
thought out and superbly programmed. Whilst a far cry from 
the usual arcade action it retains all of the excitement. It is an 
ideal family game and children and adults alike will marvel at 
the graphics and storyline... you will not find such an original 
and compelling game anywhere else. Buy it and sit back 
knowing that one of the most original games ever programmed 
was written here in Britain.” — PAGE 6 — an Atari Users Magazine. 










Dis TALS UT ED “By 


CENTRESOFT  P.C.S. LIGHTNING CALLISTO TIGER 
(021-520 7591) (0254-691-211) ee 5255) (021-643 5102) (051-420 8888) 


H | STARCADE SOFTWARE, 2 Elworthy Avenue, L26 TAAL 
H 


ASK YOUR ! 
IF IN LOCAL DEALER | | for Aan/Conmedors64 (ORCIGASSENTE) | 
DIFFICULTY R eats debit by Access Card elete as necessary.) | 
SUPERFAS POST THIS} Se CET TT TTT TTT TTT } 
Se eeaeine COU PON | enclose Cheque/P.O. for£............ 
SALES LINE: Rare iso) 5 tos een. 1, Ce ahaa dhe earn es | 


051-487 0808 (24 hours) jo, nse | 


QUESTIONS 


Hello again game freaks. Its torture time 
again as Lou and Les try to strip bare your 
nervous system. So shut your consoles 
and open your minds. 


1. INTERSTELLAR INTERFERENCE! 

The numbers below would get you dif- 
ferent sorts of the same. What? 
1053,693, 1215, 200 

— does this help? 


285/275, 433 836, 247,500 






















2. AN AMAZING FEET? from his bed so how did he accomplish this 
Cyril Short was able to leap into bed after truly amazing stunt without the aid of 
turning the light out before the room went ropes, pulleys or other mechanical 
dark. The lightswitch was over twelve feet devices? 


3. DRINKING UP TIME 
Steve O’Marvin had a grandfather clock 
which chimed the hours and just once for 
every half hour. He also had a wife who 
just didn’t understand. 

One night he staggeredin, justin time to 
hear the clock strike once. 
‘And what time do you call this?’’ asked 
his wife. 
“IIL have to think about that’’ droned 
Steve, whose reactions were about as fast 
as an uphill glacier. Time passed, he 
thought, and the clock struck once. Half an 
hour later he was still thinking when the 
clock struck once. Half an hour later — the 
clock struck once. 
“I think I've got it now,”’ he said, though 
his wife by this time was fast asleep. 
Just what time did he get home? 


4. RECURRING THEMES 
What is the next number in this series? 


+ 33333333333 
- 16666666666 
Maleate atanalatad 
- 08333333333 


5. FRNT PGE STRY 
Here are a few unlikely headlines that 
might have appeared. The trouble is, they 
all lack something. Can you get to the bot- 
tom of them? 





Slimming Monthly: — 
“JCKSPRTCLDTNFT”’ (someone left out 
the vowels) 


Tropical Times: — ‘'SHRCRVNTTCK”’ 
(there’s just one letter left out — 8 times) 


Magnate’s Monthly: — 
“ONAIAMAEENEPOEION” (just one letter 
missing — 15 times. If it helps the first 
word is someone’s name.) 
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6. MAN THE BOATS! well cause you some distress. 
Help is at hand if you have a pocket 
calculator because the sum below might 152 — 124 x 5 =? 







7. ONCE IS NOT ENOUGH 8. IS ANYBODY THERE! 
Can you think of a suitable reason why What is the opposite of *’ Not in’’? 
these words are placed in this order? 


ee 9. POINTS OF ORDER 
3. mate What is the significance of these numbers: 
4. sent 

5: post 60,90,108,128-6,135,140 


10. THE SPACEJOCK’S TRAP 
Mischievous Mung, spacerace promoter 
and gambler set up a:challenge he thought 
would take till the end of time to resolve 
itself. He assembled the crews of the two 
fastest star-racers, the twin ships, Exxolon 
and URLand suggested that they race their 
ships to Celsis One and back — around trip 
of about three light years. Simple challenge 
it seemed, except for Mung’s only stipula- 
tion; the winning ship would not be the first 
back — but the last. The proposition seem- 
ed insoluble to the crews; after all, who 
wanted to be hanging around in interstellar 
space for what could be forever, waiting 
for the other ship to get back first. But the 
prize of ten zillion VAGS was not be 
dismissed that easily. Mung was having a 
Zilutian Ball of a time watching the vexed 
astrojockeys churn their chips in frustra- 
tion. Both crews were about to admit that 
they were beaten when the navigator of 
URL asked Mung to repeat his challenge. 
PN iam (lave Mm are MUL iare Lh ame) edie [-xe Mm daly 
navigator called both crews together for a 
discussion. Moments later the conference 
was adjourned as the two crews dashed to 
the star racers and set off at Warp One. 
Mung’s time of fiendish glee was much 
shorter lived than he had expected. How 
did the race resolve itself without dragging 
on indefinitely? 
The court of the King of Falkovia is away 
on holiday. 









11. MEN ONLY... 


1 2 37 ee 5) Ge 1S SemOmei a2 Ss Aaa: 
ilkGe U2 a | ES eNPIBEOE GR: °GueAwea GY 9 ES Rae 
Baie 9B. E E OF eH iM (Rew A TE AmaaE 
c|Ss | E Waa aR Ag) | Ee See 
D;jA CE EaeeNe 9 4e Ett Bae Ome tN SaWiareA (De agipereN 
E | Reel Ne iO JE L | LO ADs Gaak | E A 
F AmeCGmeye No E C GS eiiee Ce eAn onset 
G | Ut | HeeeOn Ro WU Sie ieee Os seme 
He Nee Nv | TOs Gok ik i Wey © 
| E) Op ORUR AS Mv | Re ly SiVeRP AAS Ser. UR: 1D 
Je Dye 0 Vi eeAGee Dee JE OK 6 Ss I M B L N A 
ei eS k © WU Eww WwW Db B @ i 
L ES Vaan | Goatienie Y Eo URSMEAs mCr ein | 
WSs le gs ZN IK IL | NO Se eee Gi Oe ACen 
Mie & pe B §& S W | NR We PP © € 
O}|A R | Si ee © eee ie Dp Wh 1 iM | 





... Well not quite. One woman does lurk in ters left spell out an important message 
this grid which is dominated by men of from one of the greatest scientists of all 
science and invention. Canyoufindthe37 time. 

names? If you do, you will find that the let- 
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is brought to you by Tansoft — the specialists of the Oric-1 

ae BOUy and Atmos Computers. 

6} Go y= 2 The games that people are fighting for are:-— 

3 Defence Force: 

SD Pilot your space-craft 

~~ through alien territory and fight 
off the enemy approaching from 

both sides. 48K. £7.95, 












The very best in arcade action- 










Ultima Zone: 
Shoot the Walkons, avoid the 
bouncing Brunes and battle 
your way through the 
satellite zone. 48K. £8.50. 


a“ 













Rat Splat: 

A revolting game. 
Splat the rats in the sewer before hes (Le) 

they consume the cheese, and destroy the monsters @d 

before they consume you! 48K. £7.95. 
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7 6 
PRE HETTa 











Li SCREENTINT {RNDeS) +33 


CHAR CLL2 
CHARLILé. 
Loe 
CLEAR 
CHAR (120. 


CHAR (64. TELETE SFO7O00000( 


ke 8 ty LESl <y Cost : 
LIL (l)sO <: NEXT I :: FOR G=6 10 9 (3) 


At) PALL COLOR (13.4.5 


=INT (RND#S) + 


RETS (OR 16) 40. RP TSCUF' 14), 
pte hs Avra 4,714.4) 
ALL SCREENCINT (RAND*S) +6): CALL COLOR (G,13.5.12.13,4) 
CALL HCHAR 1,33, S2*10):: CALL HOHAR(I3,1,534.64):3 CALL HCHAR CIS. 1.4 
+ CALL HCHAR(22,1.41,.64) 
So CALL CHAR » "OOOF LE SESE TE 7F7E". «"TETESPSRLIFO?". 
FEFEPCEBEOD" 
FOR TQ 22 STEP S + CALL HCHAR(S. 1.132 
Ria, t.i55)%: CALL HEHARC4.I+t. 13S)i: NEXT ft 
DATA COSBSCS46436, 001070101038, 003844081070, 003844184478. 06081628 
470 OOLO20784438 , OO7COBLO202 , 003844384438, 0N3844 30081 
249 DATA 003040580478. OOSC44404020 . 007044444470, 007844785040, 007040784076, 007016 
1O101, 00784444764 
S80 FOR 1=48 TO 64 1: READ A® i: CALL CHAR{(I.A$)s: NEXT I +: DISPLAY ATii SIZE 
ClSdt oes » OOO" 3: DISPLAY AT(L, 19) SIZE(4): "P<e" 
$60 DISPLAY AT(1.25)SI1ZE(7):HS #1: CALL CHAR(124."S9BDFF7E7E6681"):: CALL HCHAR (1 


«16,124, 3) 


134, "OOBOCOCOCORCFEFE". 


CALL HCHAR (2. 1+1,134)3: 


370 CALL CHAR(92. "SO48B4B54725F0F 1F” 9S, "IF IFOFO7IF1S0878".94, “OC1LZZDADESFCFORS". 
95. "FOFSFOEOFBCA101E”) 

380 CALL SPRITE (£15. 116,16, 81,33,0,9(4) , £16, 116, 10.81,105.0,5(6) ,£17,1146,19, 81,1 
4S,0,5(6)) 

390 CALL SPRITE (£21.116,10,49.17.0,.8(8) , £22,.116,10,497, 121,0,9(8) .£25.116,19. 49.8 


OL, 


NEXT 2 5 CALL 
600 IF SCAHS FHEN HS=< 









WANT 
DISFLAY 










TE(£18.112,16,65,75.0.— 
GOTO 49¢ 









680 CALL LOCATE 
690 CALL MOTION(£13 
13, £¢ er ane. 4 

90 IF C=0 AND X=0O AND 
710 ON NM GOTO 720, 790 
ALL FOSITION(E 


Sieh he 





































AND 
AND Belt 
$40 IF Beil4d @AND BYifé AND L )=0 THEN C 

850 IF B>174 AND B¢196 AND LIL (S)#0 THEN COL 
860 CALL MOTION(£13.0,0)2: CALL LOCATE(£173.17.B) 
1 TO 50 1: NEXT [ ss GOTO Sac 
870 CALL DELSPRITE(£17):: CALL 


Be? 











L(S)=1 33: GOTO 87¢ 
CALL SOUND (250.-5.6):: 





HCHAR (3.COL.92 





CALL HCHAR(3.COL+1.94):: 



















CALL. HCHAR (4, COL +1 RG+s 
DISFLAY AT(1.7) 


SC+ C3OKL, 3 FRG 


95): FRG: 
1ZE(7):SC 
DISPLAY AT 


CHAR (4,COL,93) 33 
880 SC=SC+(ZO#LE): 
890 IF FRG=5 THEN 
ELSE 490 

700 FOR I=1 TO 
910 FOR I=3 TO 
CHAR(4,1.133 
920 LESLE+1 s: I 
920 FOR I=1 TO 9 
940 IF SCI) >127 
950 NEXT I 

CALL 





tr: GOTO FO 





«7ISIZE 








Tk110,1+1)2: NEXT 
: CALL HOHAR CS, D441. 








CALL HCHAR (4, I+1. 
F THEN (CF - 3 T 4 
I) +INT (RND&S) + 





















MOTION (£4.90, 





CALL 


MOT IC 





LL. 








zt: CALL MOTION(E21. 





Z)2"DO YOU WANT 



























IF K=78 THEN RETURN 















2"yvOo 
: "ACROSS 
:"FAD ON 
1070 PRINT : "RIVE 

1080 PRINT : "AND TURTLE 
1090 PRINT : "BUT WATCH 


















1100 PRINT : "DIVE FROM TIME 
1110 PRINT SNAKE APPEARS 
1120 PRINT : "BANK AFTER TWO El 
1130 PRINT :"YOU"RE FROG WILL DROW! 
1140 PRINT :"YOU CANNOT HOF BACEWA 
1150 FOR I=1 TO I 








TO THE RIVER. AND" 





3500 2: NEXT 
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CONQU EST Atactica game which even veteran 


players will find both challenging and rewarding. 
Mediterranean Europe is divided into grid squares. Your 
aim, as Emperor, is to gain |00 squares of territory as quickly as 
possible — at the same time dealing with Barbarian counter- 
attacks, plagues, civil war and rival Emperors. 
5 levels of skill, plus a continuous ‘Conquest’ game where 
all the difficulty levels are thrown in together. 











3D BAT AT TACK Anaillaction, 3 dimensional 


maze game where you gather up blocks of gold, at the same 
time pitting your wits against vicious vampire bats whose 
only purpose in life is to locate, hunt and kill you. 

4 levels of skill. At each level the game gets faster and 
more complicated, and the vampires more dangerous. 








AFTER THESE, 
THE REST IS KIDS STUFF: 


Are you ready for CheetahSoft? 
There’s only one way to find out. 


But be warned: these vampire bats know 
a good meal when they see one. And our 


friend with the 
scythe has had years (heetahSof 


of experience... 





So don’t play unless you're ready 
to play the game for real. Because you'll 
find there’s one sure thing about 
CheetahSoft: Soft we’re not. 

y £6.95 at all 
BEER EDY good stores. 


or let’s get down to busine: 


ee ‘ 




















Tansoft produce a wealth of business and utility software to cater for | , 
every interest. The ‘not so’ games-minded people may be es 7 - 

coming to grips with:— Cy eS 
Author: A powerful word-processor program which 
includes word-wrap and word-count. Ideal for letters and 
reports. 48K. £14.50. 

Oric Calc: A full spread-sheet program allows you to sum 
columns or rows and apply complex formulae. 48K. £14.50. 


Oric Cad: A computer aided design program for displaying, fa + 
rotating, enlarging and shading objects on the screen. t @ 


48K. £9.99. 
For the full range of Tansoft software — which currently 
numbers over 20 titles — pick up a catalogue in your local 
Computer Store or contact Tansoft at Unit 1, 

The Techno Park, 645 Newmarket Road, Cambridge. 

Tel. Teversham (02205) 2261. 


BORING SOFTWAKE HAS 
FINALLY HAD ITS CHIPS! 


36 GAMES COMPUTING JULY 1984 


Britain’s Biggest Magazine 
For The Sinclair User 






Make sure you get every issue of ZX 
Computing — Now bi-monthly! 


Just £12.10 will ensure the next six issues 
will be lovingly wrapped and posted to 

you. Just fill in the form below, cut it out 
and send it with your cheque or postal order 
(made payable to ASP Ltd) to:- 


ZX Computing Subscriptions, 
513 London Road, 

Thornton Heath, 

Surrey CR4 6AR. 


Alternatively you can pay with your Access or Barclaycard 
in which case simply fill in your card number, sign the 
form and send it off. Do NOT send your card! 


| 


Make the most of your ZX computer with ZX Computing 
Now bi-monthly! - 














Subscription Order Form 
Cut out and SEND TO: 
/ am enclosing my (delete as necessary) it 
cheque/Postal Order/International Money oa 
ONGEIOn Eanes sere 
(coy MPU UNG (made payable to ASP Ltd) 
| OR 
Debit my Access/Barclaycard* 
ZX COMPUTING Subscriptions, (*delete as necessary) 


Thornton Heath, 
Surrey CR4 6AR. ZRBC RReRE Sees 


Please commence my subscription to ZX Computing 


ee are ely nextice Please use BLOCK CAPITALS and include post codes. 
NAME (Mri/MrsiMiss)m ser ics oka: eats cae 
SUBSCRIPTION £12.10 for six issues 
RATES UK IAD DRESS cine ce cert een one enemies 
Paeseciisl dees eae se ee eee ae 
(tick C] as overseassurfacemail J tiw“iw iw we ee eee POSTCODE. fat ercrenn ce aera 
appropriate) 


£24.40 for six issues 
overseas airmail (DYE Cie eres ce: Rat ni ne te an eek tn ee ea ee ct 
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| | 
| | 
| | 
| | 
| | 
| | 
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BBC | ELECTRON| DRAGON 








EGG 





CHUCKIE | ¢7.90 | £7.90] £7.90 





JUNGLE 
FEVER 
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AVAILABLE FROM ALL GOOD 
COMPUTER SHOPS 








Selected Stores 


Unit 8, Canalside Industrial Estate, 
Woodbine Street East, Rochdale, Lancs. 
OL16 5LB. Tel: 0706 341111 





Now this is really a space adventure and a 
half! First on the screen you have a choice 
of battlegrounds (in space that is) some 
which are fictional (Betelgeuse sounds 
familiar) some not. The idea is to save the 
planet in question — to do this you must 
destroy every other alien ship or base 
(which are displayed on one of the many 
scanners) this is the only way to save the 
planet — however, you only have so many 
years to complete this in. There is a very 
useful pamphlet which accompanies the 
cassette — | advise you to read it, other- 
wise you might get stuck. 

Your weapons include photon 
torpedoes, lasers, and — wait for it — an 
antimatter bomb! this will destroy 
everything on the screen including you if 
you are unfortunate. But one small thing 
which | found annoying — the movement 
is not very quick and while attempting a 
quick retrofire the aliens got in a few shots 
(while you type in the commands), other- 
wise this is an enjoyable game requiring a 
little patience. 





This is Atari’s rendering of the well known 
arcade game for the Tl. For those who 
have managed to avoid the game thus far 
(which is difficult since this very version 
even featured recently in the heavily com- 
puterised car, Kitt, in the TV Knightrider 
series) a run down of the rules of play is in 
order. 

Pacman chomps his way round a maze 
by eating up dots, but has to avoid four 
goblins which will nab him and stop his pro- 
gress. After he’s been got three times the 
game ends. Luckily Pacman can eat larger 
energy dots in the corners of the maze 
which turn the tables. When this happens 
the goblins become slower for a short time 
and can be gobbled themselves, only to be 
rehatched at the centre of the maze. On 
blinking they regain their former powers. 

Each goblin is given a somewhat exag- 
gerated identity in the ‘rapper’ style in- 
structions; viz. ‘Blinky is fastest, sowatch 
where he goes, Pinky is sneakier than 
anyone knows. Inky has quite a few tricks 
up his cape and Clyde cuts you off so 
there’s just no escape.’’ Successive mazes 
contain differing ‘nuggets’ which can be 
chomped for bonus points. Speeds of Pac- 
man and goblins increase to maze five and 
from there on to maze nineteen+ remain 
steady as the Goblin’s immobility time 
varies and decreases. 

It's a one or two player game with nine 
levels of difficulty and the action can be 
halted and restarted if youneed a break. 
Although this is a faithful version of the 


. original Pacman game with good graphics, 


its belated introduction makes it seem 
dated and unexciting compared to more re- 
cent game developments. Check it out 
though, if only for nostalgia value. 





Pottit is a game based loosely around the 
simple but addictive game of billiards. Cer- 
tain modifications have been made to the 
original concept, which now eliminates the 
tedious waiting that occurs whilst one 
player awaits the end of the other's break. 

Two joysticks are required for this 
game, as one controls the white ball and 
the other the black ball (the two balls being 
at opposite ends of a rectangular table). 
There is a single red baii in the centre of the 
table (between the black & white balls) sur- 
rounded by 4 pockets, one at corner of the 
table (for those with a black & white televi- 






sion the red ball appears as grey and so the 
game is still playable) 

The object of the game is to reach the 
score of 50 points by potting the red ball 
(worth 2 points) followed by bonus points 
if the opponents ball is then hit. There are 
other bonus points awarded for hitting the 
Opponents ball followed by the red ball, 
and so on and so forth. 

The game therefore turns into a furious 
dogfight where one player attempts to pre- 
vent the other from potting the red ball by 
intervening with the player’s own ball, 
whilst also keeping an eye on the coloured 
pointers which appear next to the score, 
indicating bonus points if the colour 
displayed is hit. 

It should be noted that the acceleration 
of the Black & White cue balls is controlled 
by the length of time the joystick is held in 
the direction of the movement required. 

This is an extremely addictive game, as 
long as vo Opponents are equally ad- 
dicted. The graphics have been kept sim- 

le so as to avoid confusion with the scor- 
ing and the way in which points are award- 
ed as bonuses. 


CLASSIC ADVENT URE 


Runs on: Spi ctrum 48K 
Made by: Melbourne House 
Price: £6.95 ; 


Classic adventure is as the name suggests, 
an adventure game. The aim of this adven- 
ture is to find the many fabulous treasures 
hidden, and often guarded in the ‘Colossal 
Caves’ and get them back to the building. 
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But take care, a lot of magic fills the air in 
and around the caves and things are not 
always what they seem. Many objects you 
may pick up can have very strange side ef- 
fects and there are some very unsavoury 
characters about. 

The magic however is not to be avoid- 
ed. With skill in translating the clues and a 
little initiative in sticky situations the magic 
can be used to your advantage. 

You start the game safe and sound 
above ground, and you have to make your 
way to the caves, but be careful not to go 
far into the forest, if you do you may never 
get out. 

Classic Adventure incorporates a large 
vocabulary of verbs and nouns, which 
need to be expressed simply in one or two 
word commands such as, ‘THROW AXE’ 
or ‘CLIMB’ in order that the computer can 
understand them. 

| have a particular liking for adventure 
games and this one fully lived up to my ex- 
pectations. Classic Adventure exhibited all 
the usual characteristics of an adventure 
with many new ideas of it’s own. If you like 
adventure games then you will certainly 
enjoy classic adventure, great fun for any 
adventurer whether a beginner or ex- 
perienced. 






Melbourne House 
software for the 


48K SPECTRUM 


(WEeete 
Adventure 


WAR 70. 


Runs on: 48K Spectrum 
Made by: Cases Computer 
Simulations 

Price: £5.95 
This is a Napoleonic wargame for two 
players. The game is part strategy, part 
tactics, as youeachcontrol armies withina 
campaign scenario, and when any of the 
opposing armies meet, battlefield combat 
ensues. The aim of the game is to capture 
your opponent's capital city. 

The campaign map shows the positions 
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of the two sets of armies — one red, one 
blue. You each start with nine armies of 
167 meneach, and you move these either 
individually or in tactical ‘groups’ of up to 2 
armies. Each side has up to four moves in 
each turn at the campaign level. 

When contact is made the Campaign 
map is replaced with a map of the battle- 
field of the location where contact was 
made. At this level your forces are split into 
various units comprised of a mixture of line 
infantry, cavalry, and an artillery unit. The 
geographical features are shown and con- 
sist of trees, rivers and lakes and buildings. 

The instructions supplied are pretty 
comprehensive and are very much stan- 
dard wargaming rules. Movement, firing, 
morale and mélee are all allowed for, and | 
would imagine that that was a sirong 
reason for the game winning a 2nd prize 
Cambridge award in 1983. 

The game is rather let down by its own 
fairly high aims, it really tries to cram too 
much in. The graphics are fiddly and dif- 
ficult to look at for any time, and all move- 
ment at the battlefield level is by way of in- 
putting XY co-ordinates which is very 
laborious, and not helped by the fact that 
the program asks for XY input but actually 
expects YX input. If you are patient or a 
real wargame fan then this would certainly 
be a useful addition to your software library 
but otherwise a bit disappointing. 
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LASERWARP 


48K Spectrum 
Micro-Gen 
£6.95 






Runs on: 
Made by: 


Price: 


This is very mucha standard type zapping 
good fun arcade game which has as its 
main boast an enormous amount of differ- 
ing types of aliens. They vary from aliens 
shaped like upside down bishop chess 
pieces, to blue diagonal strips, white dripp- 
ing blobs and balls. They move down 
towards your vessel at the bottom of the 
screen, some moving straight vertically, 
others swoop in from the sides. 







The Controls are simple, well laid out in 
default mode (they are also user con- 
figurable) and they are easy to use being 
for lateral movement and fire. Additionally 
you may select to use a joystick. 

The aim of the game is to battle your 
way to screen nine and destroy a creature 
called the master. The game gives you a 
practice mode which you will probably find 
extremely useful if you are serious in your 
quest to attain that level. The master, once 
destroyed, will reappear but in a faster, 
even more deadly form. You may select a 
skill level from one to nine in this game. 

Laserwarp certainly does have a wealth 
of alienism on screen but this, | think, 
becomes its main failing as the designers 
have crammed too much activity on to 
each screen with the result that the 
graphics are largely fiddly and not very 
easy on the eyes. Worth looking at if you 
are a real arcade game fanatic. 





DIAMONDS 


Runs on: All Ataris 
Made by: English software 
Price: £9.95 


Diamonds is a game which gives you the 
identify of Digger Dan who is digging for 
the great white diamond, but it is not that 
easy. There are six other characters all out 
to get Dan, each with its own idiosyn- 
cracies. 

There are 16 levels, each of 4 sheets, 
the last level reveals the great white dia- 
mond. The playing screen has several 
layers of differently shaded brown soil, 
scattered with glowing diamonds, rocks, 
and underground walls. You control Dan 
using the joystick digging on the way. To 
score points you collect diamonds, if you 
return them to the surface you get a bonus 
for each diamond. You can also get extra 
points by killing the other characters. This 
is done by crushing them under a rock you 
have undermined. If you get squashed by a 
rock or caught you wing your way up to 
heaven accompanied by a short rendition 
of ‘‘When the saints come marching in’’. 

Diamonds is a colourful game with 
good quality sound. A pleasant change to 
the familiar invader-type game. The 
cassette also comes with an offer to enter 
a competition which has a real diamond, a 
trophy, and free software as a prize. 
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ARCTURUS 





Runs on: Spectrum 48K 
Made by: Visions 
Price: £6.95 


Arcturus is a three dimensional two player 
game, man versus man, man versus 
machine, or machine versus machine. It is 
like noughts and crosses on a large scale. 
Four grids of sixteen squares (four by four) 
are placed one above the other. You have 
to beat your opponent by being the first to 
get a straight row of four. 

There are ten skill levels and three 
modes of play. The instructions provided 
consist of a long list of commands, but 
there is little guidance given on the actual 
playing of the game. There is also a very 
long story about Arcturus. The main dif- 
ficulty with this game is the time limit 
which sets the maximum time allowed for 
each move and the maximum time for each 
game. Each time | attempted to figure out 
playing instructions | lost because | ran out 
of time on my move. Tomark your place on 
the squares you must move a flashing blue 
rectangle around the board using the cur- 
sor keys, you then press enter when it is 
positioned correctly. The blue rectangle 
however flashes very infrequently and 
more often than not it can not be seen. 

Arcturus has great possibilities for 
those who like a challenge but it requires 
patience and fast reactions. 


TIMEBOMB 


Runs on: Spectrum 16 48K 
Made by: CDS Microsystems 
Price: £5.95 


The object of this game is to guide Cedric 
to the bombs before the time runs out. The 
bombs and Cedric are arranged on a large 
grid of blue squares. Once you step on a 
square it disappears and you cannot tread 
onit again. Also on the grid are a number of 
flags and skulls. The lage are bonus points 
but you must be careful to avoid the skulls 
for they mean certain death. You have 
three lives at the beginning of each screen 
and the skill level sets the speed of the 
game. 

Once you have defused six bombs you 
move on to the next screen. This screen is 
identical to the first except there is a large 
boot stamping around which is liable to 
tread on you and kill you. On the next 
screen there are two boots, the following 
three and so on. There are five screens 
altogether. 

| found this game very addictive once | 
had started lay and was amused by the 
ticking sound effects provided by the re- 
mainder of the tape after loading had 
finished. | soon found an easy method of 
cheating slightly, to make play easier if you 
have slow reactions, but | will leave you to 
discover that for yourselves. 

The game can be played using various 
joysticks or the Spectrum keyboard. | 
recommend Timebomb by CDS Micro- 
sytsems for Spectrum owners of all ages. 


The instructions are easy to follow and the 
game easy to play. Well worth consider- 
ing. 


THE TRAP 


Spectrum 48 K 
IMS Software 
£5.95 


Runs on: 
Made by: 
Pace: 


This adventure game is one of the slowest 
games | have ever come across. It's slow, 
terribly boring, and a total waste of money. 
On one side of the tape are full instructions 
and the game. 

The object is to get the bridge keys and 
then get to citadels. The screen shows any 
one of nine sectors. You have several 
lasers and force fields. 

The annoying thing is that you have a 
time limit and can only move about one 
character space a second. When | played it 
| got thoroughly bored on my first game. 
Graphics are unheard of, with about one 
UDG in the whole game. The idea is that it 
is a test of guilt to see whether you com- 
mitted a murder or not. 

Verdict: one of those games that you 
play once and get totally browned off and 
maddened about. It is about as addictive as 
counting grains of sand on the beach. 


CDS Micro Systems 
a 
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MICROBOT 


Runs on: 48K Spectrum 
Made by: Softek 
Price: £5.95 


This is a Game ina Brain. You take the part 
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speed as you and tend to track you down, 
the Red Knaves are faster than youand the 
Dark Knights are the ultimate masters of 
their art. If you get a high enough score, a 
message will flash up on the screen. 

Ostren is fun to play but would provide 
little challenge for an arcade veteran. 







for the 48K ZX Spectrum — 






SORTEK,. 















MASTERS OF THE GAME 
a 


FOR USE WITH KEYBOARD, KEMPST 
SINCLAIR OR CURSOR JOYSTICK. 





of a brain surgeon for model QT robots 
which are in dire need of repair. You are 
transported inside the robotic brain where 
your task is to repair leaking ‘mezo- 
plasmic’ and lubrication pipes using fixa- 
tion blobs which you gather up in the dif- 
ferent sectors of the brain you pass 
through. There is a catch, of course. The 
brain is infested with bugs which you must 
destroy with your fixative blobs or tem- 
porarily thwart with repulsa blobs. There 
are both yellow and blue bugs and you 
must use the matching coloured fixative to 
destroy them. The left hand side of the 
screen shows you an overall view of the 
brain together with information on how 
badly damaged the different parts of the 
brain are. 

Your aim is to get the brain damage to 
less than 20 % at which point a part of the 
brain is blacked indicating the presence of 
an energiser you have to get before the 
Hes of the brain goes criticaland youlose a 
ife. 

The controls are simple — being up, 
down left, right and fire, and they are all 
responsive and well laid out; alternatively, 
the game is Sinclair, Kempston, or cursor- 
type joystick compatible. The graphics are 
clear and colourful — when you run into a 
fixative blob your Microbot changes colour 
to that of the sticky stuff, and you can 
sense the slime covering you. A simple 
game in principle, highly playable in 
practise. 
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Ostron is an arcade style game which is 
written in machine code providing high 
resolution graphics. You fly on Ostron 
(ostrich) and must do battle with various 
evil knights riding their buzzards. Control 
keys are well chosen; all the keys on the 
right hand side- of the keyboard are for 
moving right, all the keys on the left hand 
side of the keyboard are for moving left, 
and all the keys on the bottom row control 
the flapping of the Ostron’s wings and its 
flight. You carry a lance, likewise the 
knights on their buzzards. To win a one to 
one conflict, you and your Ostron versus a 
knight and his buzzard, your lance must be 
higher than your opponents when you 
touch. If they are the same height or you 
are lower then you die. You have five lives. 

There are four different sets of evil 
knighs, Blue Bearers, Green Chasers, Red 
Knaves and Dark Knights. They score, 50 
points, 75 points, 100 points, and 150 
points respectively. The higher the number 
of points, the more difficult your op- 
ponents are to defeat. The Blue Bearers are 
rather unintellient and are slower than you, 
the Green Chasers can move at the same 
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This game is for those amongst us who 
have fast reflexes — for a short time the 
caterpillar gets longer and speeds up so 
fast that it can hardly be seen! The idea is 
to shoot the caterpillar and each ‘hit’ 
removes one segment — but be warned, 
by shooting out the middle of each cater- 
pillar two will be left! Beware of the spider 
— he kills, although a good bonus is given 
when you shoot him, the fly also causes 
problems. Points can also be obtained by 
blasting mushrooms (which need to be 
shot twice) — but lots are needed because 
they don’t offer many points! There is a 
high score system — not very dramatic, 
andanew manat5000 points — sowhats 
new? 

Really this program is quick and good 
fun, as long as you don't take it too 
seriously and just enjoy it, otherwise you 
might just get bored! 
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Petch 


The wonder penguin is 

engaged in a_ desperate 

search for diamonds hidden 

in a maze of ice cubes, harassed 

and chased by his arch enemies 

Snowball and Snowbox. His 

chances of survival are slim. 

THN Six levels of skill with two 
‘ player option. 
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House of Usher an. 
Dare you enter the House of N 
Usher. Behind each locked N 
door of this nine room mansion } 
a different style of arcade action ._ _ | 
awaits you. xg ‘ . mee 
Ice Hunter = 


Ice hunter needs special ice blocks to : ( 
build an igloo unaffected by the arctic “emp 
sun. He has found the source of the blocks : 
in a multi level cavern, but can he outwit ZL 
the grim inhabitants — the dragons — sea i 
lions and vicious birds and float the blocks 
down the river to construct his dream home. 
Six levels and two player option. 





© also available on Disk at £9.95 


TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322) 92513/8 
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 50Op POSTAGE & PACKAGING £2.00 OVERSEAS 
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WE REFRESH THE PARTS THAT 
OTHER SOFTWARE CANNOT REACH 


ALTAIR 4 — CBM 64 — £7.50 
Space adventure game par excellence. ** HCW 
: GRABIT — CBM 64 — £6.45 
Survival and strategy, can anyone reach level 6 ? 
QUASAR — CBM 64 — £5.99 
Buck Rogers eat your heart out. 
MOWER MANIA — VIC 20, 8K — £5. 
Why bover with a hover? A superb Wate pie 
. AVENGER — Dragon 32 — £5.99 
These aliens aren't scared of hyper intelligent megabeings. 
CRAZY CRANE -— Spectrum — £5.50 
Dexterity and strategy, a truly original arcade game. 
BBC ELECTRON OWNERS 
WATCH OUT FOR SIMON 


Available from most good computer dealers or direct from: 


‘ VOYAGER SOFTWARE 
Unit 31, The Wirral Business Centre, Gorsey Lane, 
Birkenhead. 
Dealer enquiries to: 
Eddie Fitzgerald on 051-639 7899 
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BBC JOYSTICK INTERFACE 


NOW YOU CAN USE ANY ATARI TYPE 
JOYSTICKS ON YOUR BBC MICRO 


* No software required * 
* Plugs into analogue port * 
* Two joystick sockets * 


Also available with 
one Quickshot II Joystick 


£24.90 


Please Supply: 













Wizard interface , 
£14.95 + £1 p&p 
Wizard interface plus 

one Quickshot II Joystick 
, £24.90 + £1.50 p&p 
Quickshot II Joystick 
£9.95 + 80p p&p 
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for 











Name 





22 Carver St., 
Sheffield, 
Cheques made payable to 


| Tel: (0742) 752732 WIZARD DEVELOPMENT. 


AVAILABLE FROM ALL GOOD COMPUTER STORES 
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Post code 
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TEXAS SOFT STRIKE 


FORGOTTEN VALLEY NEW £6.95 
An interactive graphic adventure with short text 
messages. Complete with booklet containing full 
instructions—very easy to play, difficult to succeed. 
Written for us by Challenger Software. 


1502) id O10) 0) OYA O) Mh AO) cP. N~) ORD OA 7 Bs) 
Two game tape. HEL! RESCUE—Rescue the Mayor 

by avoiding the obstacles before you run out of fuel. 
CITY CHASE—Pick up your spy before being 

captured by the Secret Police. 


CORE! £4.95 


A three part game, move left and right as you 
descend through the clouds, birds and aeroplanes. 
On to the caves and caverns then through the 3D 
maze to the CORE! 


Over 100 different titles available. 

For full catalogue please send 50p 
(refundable on first order). 

Prices quoted are inclusive of VAT, 

add 50p P&P on orders under £10. 

All games described here run onthe & 
UNEXPANDED TEXAS T199/4a. 


Christine Computing Limited, 
6 Florence Close, 
Watford, Herts WD2 6AS. 


Telephone (0923) 672941 
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COMMUNIST MUTANTS 
FROM SPACE 


Runs on: Atari VCS 
Made by: Starpath Corporation 
Price: £9 -95 


Your mission in this game is to vaporize the 
mutant warriors before they over-run your 
home planet. The evil ruler of the planet 
Rooskee has launched an attack and the 
Mother creature filled with irradiated 
vodka, transforms helpless slaves cap- 
tured on peaceful planets into bloodthirsty 
Communist Mutants. You have the res- 
ponsibility of wiping out wave after wave 
of them. 

As with all Starpath games the first 
screen you will see when you switch on 
the Atari will show clear instructions on 
how to load in the game and then, once 
you have done this, a deep, slow reproduc- 
tion of the scales can be heard. 

There are a good number of options 
within the game, including a choice of one 
to four players, difficulty levels one to nine, 
the choice of having shields and time 
warps — although you can only use these 
once until anew wave of mutant attackers 
or a cannon appears — and you may 
choose to have penetrating fire and guided 






fire. All these add up to you being able to 
customize your own variation of Comunist 
Mutants From Space. 

As soon as play begins your anti- 
mutant cannons will be under attack. The 
Mother Creature will constantly create 


Commie Mutants. The attackers start as 
mutant eggs and soon hatch into nasty 
creatures. Some of the eggs may not 
hatch, but these are actually shield pene- 
trating bombs in disguise. 

Each time the mutants hit one of your 
cannons, it explodes and a reserve is called 
up. When the last cannon is destroyed the 
game is over, but bonus cannons are 
awarded on each odd-numbered wave of 
mutant attackers. 

Your cannons will never run out of 
amunition, so you can continually shoot at 
the enemy. Points are gained by destroy- 
ing the hairy-looking Mother Creature, the 
diving mutant attackers that are green and 
run around the screen on their little legs, 
mutant eggs and clearing the screen of all 
attackers — achieving this earns a flag. 

High score and your score will be 
displayed at the end of each game. An in- 
struction booklet is included with the game 
and also, previews of other Supercharger 
games can be seen on the screen if you 
follow the instructions in the back of the 
booklet on how to load them in from the 
tape. 

This is an average space invader game. 
You have to shoot anything in sight and it 
does not live up to its wonderful title! The 
usual shooting and exploding noises can 
be heard, but the graphics are fairly good. 





FROGGER 
Runs on: Atari VCS 


Made by: Starpath Corporation 
Price: £9 -95 





To play this version of Frogger you have to 
own the Starpath Supercharger System. 
Most video game fans should know the 
game of Frogger by now, if not, the object 
of the game is to guide a frog across a road 
and a river to the safety of home. 

You, the frog, have seven lives. If you 
are hit by a car, truck or bulldozer on the 
freeway, or fall into the river you lose a life 
anda skull can be seen where Frogger died. 

The game is made difficult because the 
vehicles are moving at different speeds so 
you have to dodge round them quickly and 
carefully. Also, on the way across the river 
Frogger has to jump onto logs and turtles to 
avoid the water. Some turtles may dive, 
and you will be left to drown as the current 
of the water is too strong for you. In more 
difficult levels Frogger will encounter 
snakes, otters and crocodiles, and also he 
will not be allowed to float beyond the river 
edge. In the easier levels he will appear on 
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& 





the other side of the screen. 

Each safe leap forward on the road or 
river is rewarded with ten points, getting 
into a frog bay is worth 50 points and filling 
all five frog bays earns you 1000 extra 
points, plus 10 bonus points for each 
count left on the timer. 

On the way home you may come 
across a pink lady frog, she can be car- 
ried home for bonus points. Catching flies 
will also be rewarded. An extra life is 
achieved by reaching 20,000 points. 

The one or two player mode can be 
chosen and at the end of the game scores 
will be displayed along with the current 
high score. 

The Supercharger System gives very 
good quality graphics, plus scoring and 
music like the arcade game, including the 
tune of Yanky Doodle Dandy! Also, 
games only take 30 seconds to load in 
from a standard cassette player. Control is 
very good — Frogger can hop quite fast to 
avoid traffic, which makes it easier to stay 
alive. 

This is an average arcade game, but 
with better graphics than some other Frog- 
ger versions available. 





SLITHER 


Runs on: Colecovision 


Made by: CBS - 
Price: Comes with Roller Controller 





This is a very enjoyable game and is also 
fairly unusual. Your spaceship is stranded 
on a strange desert planet, and deadly 
snakes are closing in fast. 

There are four skill levels for one player 
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and four for two players, and you have five 
lives each. A roller controller is needed 
which enables you to move your ship very 
easily and quickly. You can move in all 
directions and can fire up or down. The fire 
button is used to blast the serpents, but 
they can divide into smaller snakes which 
can still attack you. Boulders and cacti 
block your path, so these have to be 
destroyed first to enable you to shoot the 


snakes. Your ship has to travel round the 
boulders. 

Other dangers include a red Tyran- 
nosaurus Rex and flying pterodactyls, 
which are blue. The Tyrannosaurus Rex 
can create extra cacti when he walks 
across the screen and the pterodactyls try 
to put you off by flying near you. In higher 
levels youcan create snakes if you hit small 
dark lines which travel around the screen. 
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The graphics are excellent. In the 
background a sunset or sunrise can be 
seen, depending on whether it is day or 
night. This makes up a very colourful 
screen. The screen flashes when you go 
onto a new sheet and when your ship is 
destroyed it flashes different colours. 


PIT STOP 


Runs on: Colecovision 


Made by: Epyx 
Price: £29 -95 





This is a racing game with a difference — 
not only do you control your car, but you 
also contro! the men who change your 
tyres and fill up your petrol tank. 

There are six race tracks to chose from 
— Monaco Grand Prix, Le Mans, the 
Kyalami, the Albi and the Jarama desert 
race. Once you have practised on these, it 
is on to the Mini or Grand Circuits. The Mini 
Circuit presents you with a random selec- 
tion of three of the race tracks and then, 
when you have gained enough skill, the 
Grand Circuit, all of the six races together, 
can be tried. 

There are a good number of choice 
within this game. Up to four players can 
play, there are three levels of difficulty — 
Rookie, Semi-pro and Pro, three, six or nine 
laps of the race can be chosen, and, of 
course, there is the option of a single race, 
Mini Circuit or the Grand Circuit. 

Once you have made your choice, a pic- 
ture of your car and the race track is shown 
on the screen. On the left hand side a radar 
map is shown illustrating your position and 
the distance to the pit. At the bottom of the 


Sounds can be heard throughout the 
game. A tune is played when you start a 
new game and when your ship is exter- 
minated. There are also noises when the 
Tyrannosaurus Rex walks onto the screen 
and when your ship fires, for example. 

The space ship is very easy to control 


screen the number of laps completed, 
time, speed and fuel guage can be seen. 
Bumping into another car or hitting the 
side of the road will cause your tyres to 
wear out. Tyres start dark blue, change to 
green, light blue and finally red when they 
have become worn out. If you travel too 
long when they are red, the car explodes 


due to the roller controller, which makes 
the game go on for along time as it is easy 
to avoid being destroyed by the snakes and 
dinosaurs. 

| liked this game because of its originali- 
ty and the colourful screen, and because of 
these factors all ages will enjoy playing it. 


and the tyres fly off, signifying the end of 
the race. To avoid this, and also running 
out of petrol which brings you to a halt, you 
have to steer your car into the pits. Once in 
the pits you have to control two men who 
change your tyres and one man who fills 
your petrol tank up — he must not over-fill 
because otherwise the tank will explode 
and he will have to re-fill. To leave the pits 
move the cursor to the flagman who will 
wave you back onto the track. 

| found the men very difficult to control, 
especially as you are racing against the 
clock all the time and can hear and see 
other cars zooming past the pit stop. The 
game is colourful and includes car engine 
and bumping noises. The pit stop crew are 
fairly good graphically, and all wear caps 
and overalls. Epyx have advertised their 
name many times in the game as well — 
there are posters with ‘Epyx’ written on 
them every few hundred yards along the 
track! 

After each race, the Official Race 
Results and the purse you have gained are 
decided. An added advantage of this game 
is that you can use the Colecovision driving 
module, but if you do not own this, Coleco- 
vision joysticks can be used instead. 

This is a fairly exciting and enjoyable 
game to play, and is a good one to buy if 
you own the driving module. 





74% 40) \\) 
Runs on: Atari VCS 


Made by: CBS Electronics 
Price: £29 -95 





Zaxxon is a 3-D space game that takes 
you across alien asteroid fortresses on a 
special mission. The evil robot Zaxxon and 
its fierce armies have conquered an 
asteroid belt. You must stop them before 
they enslave the galaxy. 

There is a one or two player option with 
four skill levels each. Each player receives 
five fighters per game. After you have 
chosen the option desired, the screen will 
show the asteroid floor, your fighter plane, 
any enemies that are out to get you, in- 
cluding enemy planes and robots, radar 
towers, fuel tanks, walls that you have to 
guide your plane over or around, along with 
altitude, fuel and score indicators. 

Your fighter can be controlled like a real 
aeroplane — push the joystick away from 
you to make it move down and towards 
you to make it rise. Press the fire button to 
fire an energy blast, the screen will flash 
when you score a direct hit. You must 
make your fighter swoop low to attack 
enemy targets and to hit fuel tanks so that 
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you do not run out and lose a life. Once you 
are out of the first asteroid your fighter is 
attacked by Zaxxon’s plane. In space you 
are unable to go up or down. 

Next, your fighter comes up against 
another asteroid and you are once again 
allowed to rise and fall. In games played at 


skills two to four, some targets are pro- 
tected by electronic barriers. Your fighter 
has to slip through gaps in the barriers to 
avoid the deadly electronic beams. The 
following task is to eliminate Zaxxon’s 
missile. A force holds you back, so your 
plane can only move up, down and 
sideways, and the only vulnerable spot on 
Zaxxon is the missile under its arm, so this 
is the most difficult task your fighter has 
met so far — a great deal of accuracy and 
skill is needed. To eliminate Zaxxon you 
have to repeatedly shoot the missile, if you 
miss, your fighter will blow up. 

Once you are past the robot Zaxxon 
another asteroid challenges your skill and 
co-ordination, and then onto another wave 
of enemy fighters in deep space. 

You must keep defending the universe 
until you run out of fighters, scoring as 
many points as possible by hitting the 
targets. A bonus fighter is awarded when 
you reach 10,000 points. 

This version of Zaxxon is much more 
difficult than the Colecovision version, but 
the graphics are not nearly as good, 
although there is plenty of colour and a nice 
touch is that all the ships have their own 
shadows. 

Zaxxon is a fairly average, zap-the- 
enemy arcade game. 
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CAN YOU BEAT OUR 
GREAT GAMES 


We've got the biggest (and best) selection of games 
for the Commodore 64. We think they’re unbeatable 


Oy ape ¥ 


TANK 
ALAN 


MORE THAN GAMES... 


Our FREE catalogue lists dozens of programs 

for your Commodore 64 to help you run your business, 

write programs, or just enjoy yourself. We’ve been producing 

top quality software 

since 1978. So if you want SUPERSOFT Y 
the best, just remember our name.. .- 


SUPERSOFT, Winchester House, Canning Road, Wealdstone, 
Harrow, Middlesex, HA3 7SJ Telephone: 01-861 1166 
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| have recently been searching through 
some papers belonging to my late great 
fele-]areie-naalc\ar-laremer-[ancM-(e1gexst-¥- Mare l<-Mc-) late) 
me about the ‘House on Misty Hill’. There 
are reputed to be seven items of treasure to 
be found there and | decided to search for 
them immediately. Please help me in my 
quest by giving me instructions in the form 
of two word sentences such as GET 
LAMP. 


A ACoy co [Wl Ol ave(=Ye-ineleye| 


N,S,E,W for directions. 

SCORE, THROW,LIGHT,GET,TAKE. 
GRAB,READ,HELP,DROP,LEAVE,QUIT, 
RUB,LOOK,PRAY,PUSH,SHOOT,HIT 
KILL,EXAMINE,GIVEUP,SWIM, 
NAVA SIN MO) = ®t On LAVA] 3} 


WARNING! 


| suggest that you don’t read these unless 
you are really stuck’! 

Don’t forget the light in dark areas. 
You can find a way with a map. 

If you get stuck ask for help. 

The key is useful if you get locked in! 
A rope helps you to climb all sorts of 
things. 


Ohwhy— 
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6. Prayer can get you out of some 
tricky situations. 

RUNdown 

Lines Action 

50-60 Set initial value of 
variables. 

70-140 Dimension arrays. 

150 Calls subroutine for 
titles. 

160-170 Set variables. 

190-200 Call routines to fill arrays 

PACLOEVAcl0) \V/F-Tia lero) al ¢ ce) iam CeXe) ome 
Co [-X-Yoiq] of-tomm (eler- (0) alc amr-] a1@ | 
items, asks for input and 
jumps to routine for ac- 
tion. 

800-890 Fill arrays. 

900-1550 Data for game. 

1560-1820 Get routine. 

is y- SOEs OW A0) Drop routine. 

YAO} s] OCA 00) Routines for help. pray 
etc. 

Variables Used 

h,d,x,y Uit-Yo [amore laidlave (eX) oom 

re) Holds current location. 

v$ (x) Holds inventory. 





a$ (x) ‘Holds location descrip- 
tions. 

s(x,y) Holds map. 

g$ (x) Hold description of items 
found. ; 

raalia) Holds pointers. 

b(x,1) Holds pointer to loca- 
tions. 


Other variables are used as flags. 
Conversion Clues 


Milam e)cotele-lanmicmwaaiacclaM alee NVZclavarch (lave l-]ce] 
form of BASIC. Only minor changes will be 
needed to implement this game on othe 
machines. n! 

INK, PAPER and BORDER are used t 
select foreground and background colours 
BEEP 1, 1 gives a short sound effect and 
can be left out entirely if you want. 

The major problem with conversion to 
MICROSOFT type BASICS is in string 
Manipulations. 

Z$ (1 TO 4) in SPECTRUM BASIC will need 
to be converted to LET Z$ =LEFTS$(Z$ ,4) 

Also the dimensions of the string arrays 
in SPECTRUM BASIC include a second 
number which specifies the maximum 
lalUianlof=imenmedareleclentclecmUaal(lamaatc ilar hvac] (oe 
lnat=yal mer-lamare)(o pm Malcmalelanl elsimcarele|(oM ele micige y 
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RENO The Houser cnet a ++ 
REM ++ an adventure game fae coo 
REM ++ by SW. Lucas ++ ore ) 


‘REM ++ March 1984 ++ 


LET kk=@: LET bz=@: LET i1=0: LET de=. (hy 
LET c=@: LET y=@: LET x=@: LET j=@: LET 
DIM g#(48,190) . 
DIM g#(43,100) 

DIM 5(48,4) 

DIM v#(3, 182) 

DIM b(61,1) 

DIM n#(461,40) 

DIM m(54) 

DIM x#(61,11) 

GO SUB 2882 

LET a=": LET p=2: 

FOR x=1 TO 3: LET v#(x)=' 

RESTORE 


3 GO SUB 542 


GO SUB 2458 

GES 

GO SUB 29708 

IF a=7 THEN GO TO 170 

PRINT © “22r aml: PRIN hes (bie ST ate"! 
IF s(p,1)>0 THEN LET ag="Nor th" . 


SUET SSH tenes! oe 


TO 112 


422 
405 
410 
415 
428 
430 


IF s(p,2)>@ AND LEN (at) > reais: 

IF s(p,2)>@ AND LEN (a¥)=0 THEN LET agens 

IF 5(p,3)>@ AND LEN (a#) °O THEN ‘LET aa Me sae 

IF s(p,3)>@ AND LEN (a)=@ THEN | ET af="E . 

IF s(p,4)2@ AND LEN (af) = THEN ET at=at a 
s(p,4)>@ AND LEN (a#)=0_ THEN LE T ag="West” 
a=" THEN LET a¥="nowhere a pe 

a<>7 THEN GO TO 198 Be wae 

CLS : PRINT ‘"WELL DONE ! You h 2. 

PRINT : PRINT "rescued the princess !" 

STOP 

PRINT @82--ean go s—at 

IF p=22 AND s(22,3)=@ THEN F 

LET e=@: FOR t=1 TO 38: | 

IF pp=1 THEN GO TO 240 

NEXT t: GO TO 240 

IF e=@ THEN INK i: FRINT 

PRINT g#(t)i: LET e=etl: 

INK 3: PRINT "What do I don 

IF LEN (z#) 32 

IF LEN (z#)<2 THEN LETb 

IF LEN (2$)>3 THEN LET 

CLS : IF b#="go" THEN 

PRINT "hold on a ween - 

IF b#="n" AND p=17 THEN ene 

IF b$="n" AND s(p,1)<>@ THEN LET | 

IF (b$="w"' 1) THEN CLS i PRI 3 : 

IF (b$="w" ANI N HEN CLé 1 : GO 

IF (b$="w" Q ) ) THEN : GO TO 

A): 


ne 
oe ae 


(b¥="wW 
IF bs="s" AND ae 
IF b¢="e" AND s(p,2)<>6 
IF bS="sc" THEN GO SUB 2978: 


IF b$="th" THEN GO TO 3220, . 
Babee! a 
IF b¥="ge" OR b$="ta" OR bs gr" THE N 60701 1610 
IF b$="re" THEN GO TO 3110 ee En : 

IF b$="he" THEN GO TO 2410 ~ a Sat 


i 


ae 
IF (b$="dr" OR b¥="le") AND e= ‘oe pnt mere sno 


here!": GO TO 112 a 


432 
434 
436 


628 
630 
640 
650 


IF b#="dr" OR b¥#="le" 

IF b#="qu" THEN GO 

IF b#="ru" THEN GO 

IF b#="lo" THEN GO 

IF b#="pr" THEN GO 

IF b$="pu" THEN GO TC 

IF b#="sh" OR b¢="hi" OR bs=" 

IF b$="ex" THEN GO TO 2190 
IF c#="ins" OR c$s"use" THEN GO TO 2: 
IF z#="give up" THEN GO TO 

IF b#="sw" THEN FRINT "I oor 

IF c$="inv" THEN GO TO 2292 _— 

IF c$="cli" THEN GO TO 3299. 

GO TO 112 

STOP 

FOR h=1 TO 48 

FOR d=1 TO 4 

READ s(h,d): NEXT d 

READ g#(h): NEXT h 

FOR h=1 TO 38 ; : 

READ g#(h): READ b(h,1):— (NEXT a 

FOR h=1 TO 54 yo 
READ n#(h): READ mh)e NEXT ho “ 
RETURN : —- 
DATA 2,223,15,8,"on an lea ce ont 


& : 
DATA 3,1,0,8,"at the doorway of a disused a “smansian We 


DATA 4,2,11,6,"in the hallway of al Ld on" 


1) 3100 
21080 


Out Ofe u. GO 


room for any more 


DATA 3,075. "in a dirty | sitchen a which is : ent) of pots which haven't be 


= 


en washed for years" _ ee i ae 


i ee 


we 

























































































660 DATA 0,6,4,0,"in a large dining room which 15 full of cobwebs" 

678 DATA S3,8,3,90,"in the library” 

680 DATA @,8,6,9,"in a secret passageway" 

698 DATA 7,0,8,@,"in a laboratory " 

700 DATA 8,0,8,10,"at the far end of the laboratory” 

718 DATA @,8,9,8,"in a small stockroom" 

720 DATA O,0,12,27,"1n a magnificent bedroom" 

75Q@ DATA 0,8,8,i1,"in an old fourposter bed: " 

74M DATA 8,8,8,0,"at the bottom of a freshly duq grave. I can’t get out!" 
75@ DATA 13,15,0,@,"at the side of a freshly dug qrave" 

768 DATA @,8,8,1,"at the entrance to a graveyard" 

770 DATA 18,22,17,15,"by some tombstones" 

780 DATA 0,0,0,16,"by a crypt. There is a passage North from here." 

798 DATA @,8,8,8,"in a shrine. The door closes silently behind me!" 

800 DATA 21,18,20,0,"at the far end of the shrine” 

810 DATA 0,0,0,19,"in a small alcove" 

820 DATA @,19,9,9,"by an open cupboard" 

830 DATA 16,8,8,0,"by a large apen gate. The way South is blocked by a snarli 
ng dog" 


840 DATA 1,25,0,24,"0n a narrow path" 

852 DATA @,8,23,25,"0n a path leading through the _bog" 

860 DATA @,47,24,8,"in an old barn. There is a secret passage leading Sout 
he 

870 DATA 22,0,0,0,"by the side ot a moat. There is 4 drawbridge on the tar side 
880 DATA 26,28,0,0,"0n the drawbridge" 

898 DATA 27,321,0,0,"in the castle courtyard" 

908 DATA 0,8,28,20,"by an Oak door" 

910 DATA 0,8,0,%,"in the dungeons. Somebody has locked the door behind me. Is 

there no escape?" 

920 DATA 28,34,40,32,"by a magnificent Beech Door" 

930 DATA @,35,31,33,"in the servants quarters" 

94] DATA 0,8,32,0,"in the restroom. It’s full of strange looking people ina 

dazed trance" 

950 DATA 31,0,39,8,"in the kitchen" 

968 DATA 32,36,0,38,"in a dormitory" 

978 DATA 35,0,37,0,"in a passage" 

980 DATA @,8,0,346,"in a changing room" 

998 DATA @,8,35,8,"in the bathroom" 

10@2@ DATA @,0,0,34,"in the pantry" 

10108 DATA 0,8,41,31,"in a passage" 

1028 DATA @,42,45,48,"by the stocks. There is a man inthem yelling ‘HELP’" 

1038 DATA 41,43,8,@,"at the entrance to a small lift" 

1848 DATA 42,0,8,@,"in a hand operated lift!" 

105Q DATA 45,8,8,@,"in a room full of pottery" 

1868 DATA 46,44,8,41,"in the entrance to a small building " 

1@7@ DATA @,45,0,0,"in an art studio. There’s a passage leading North from h 
ere but a ghost blocks the way!" 

1080 DATA 25,8,0,9,"in a tiny cave. There’s not much here except dust" 

1898 DATA 22,8,8,@,"in an eerie tomb" 

1118 DATA "a box of matches",4,"a candle",5,"a pen in a golden holder on the boo 


kcase",& 

1140 DATA "a monster",8,"a bunch of keys",9,"a valuable *ANTIQUE#",1@ 
1178 DATA "a pair of slippers",11,"a pillow",12,"a pile of bones",13 
12@8 DATA "a shovel",14,"a snarling wolf",15,"a vase of flowers",16 


1231 DATA 

124@ DATA "a *SILVER* casket",20,"a rusty handcart",21,"a signpost",23,"a map",6 
1282 DATA "a book of ghost stories",25,"a lever",26,"a *PEWTER* trinket",25,"a d 
runk who will not let me pass West!",28 

1328 DATA "a bottle of spirits",4,"a beautiful *PRINCESS*#",3@,"a copy of ‘monste 
magacerEe "525. a COPtim sia 

1368 DATA "a tray of drinks",33,"a sharp knife",74,"some food" ,4 

1398 DATA "a packet of crisps",35,"a uniform",27,"a bar of soap",3 

1420 DATA "a pile of tomatoes",41,"a rope with a hook at one end",43,"a pair of 
electrodes" ,45 

1458 DATA "a *JEWEL* encrusted casket",13,"some pots",44,"a painting",45,"a *CRU 
CIFIX*",48 

1480 DATA "candle",2,"pen",3,"monster",4,"bunch",5,"keys",5,"valuable",46,"antiqu 
e",6,"pair",7,"slippers",7 

1510 DATA “pillow",8,"pile",9,"bones",7,"shovel",10,"wolf",11,"vase",12,"flowers 
",12,"platinum",13,"statue",13,"silver",14,"casket",14,"handcart",15,"signpost", 
16,"map",17,"book",18,"lever",19,"pewter",20,"trinket",20 

1580 DATA "drunken man",21,"matches",1,"“bottle",22,"spirits",22,"beautiful",22," 
princess",23,""magazine",24,"coffin",25 

1590 DATA "tray",26,"drinks",26,"knife",27,"fo00d",28,"crisps",29, "uni form",38,"b 
ar",31,"soap",31,"rotten",32, "tomatoes" ,32,"rope",33,"hook",33,"pair",34,"electr 
odes",34 i 

1680 DATA "jewel" ,35,"casket",35,"pots",36,"painting",37,"crucifix",38 

161@ GO SUB 2802 

1620 IF 1=1 THEN GO TO 1648 

1630 GO TO 118 

1640 LET e=2 

1650 FOR h=1 TO 38: IF b(h,1)=p AND bim(r),1)=p THEN LET e=1 

1648 NEXT h 

1670 IF e=@ THEN PRINT "I'm sorry I don't see it ": GO TO 110 

1688 CLS : IF p=18 AND (r=1i8 OR r=17) AND j=@ THEN PRINT x¥#(1): GO TO 110 

1690 IF p=1i8 AND (r=17 OR r=18) AND j=1 THEN PRINT x#(3@): LET g#(13)="a *PLATI 
NUM* statue on a handcart": LET g#(15)="" 

1700 IF (r=4 OR r=S) THEN LET 1lz=1 

1710 IF r=23 THEN LET dce=1 

1720 IF (r=46 OR r=47) THEN LET jm=1 

173@ IF r=1 AND kl=1 THEN LET kk= 

1735 IF r=1 AND kl<?1 THEN LET z=1 

1748 IF p=6 AND r=2 THEN PRINT x#(2): PRINT x#(3): LET 5(6,4)=7: GO TO 118 


a 
a 
a 
1230 DATA “a solid *PLATINUM* statue 1@ m tall" 
8 
a 






























































1750 IF r=29 THEN LET bz1 
1768 IF p#8 AND r=3 THEN PRINT x#(5): GO TO 110 
1770 IF p=3@ AND (r=32 OR r=33) AND k=@ THEN PRINT "The princess refuses!": GO 


p=3@ ND (r=32 OR r=33) THEN FRINT “The princess 1s happy to come" 
p=23 AND r=22 THEN PRINT "Sorry it’s stuck!"1 GO TO 118 
p=28 AND r=28 THEN PRINT “He's too heavy!": 60 TO 118 
p#iS AND r=14 THEN PRINT “That makes it mad. It attacks me . I AM DEA 
TO 3180 
LET e=® 
FOR d=1 TO 3: IF v#(d,1)%" " THEN LET v#(d)=g$(m(r)): LET emia LET d=5 
NEXT d 
IF e=@ THEN PRINT x#(38): GO TO 110 
LET b(m(r),1)=@: GO TO 110 
GO SUB 2890 
IF 1=1 THEN GO TO 198 
PRINT "I don’t see a "31%: GO TO 110 
LET e=0 
FOR d=i TO 3: IF v#(d)=g#(m(r)) THEN LET v#(d)=" "2 LET e=l 
NEXT d 
IF e=1 THEN GO TO 1958 
PRINT x#(7): GO TO 110 
LET bim(r),1)"p 
Gel THEN CET z= (=f 
fe2? THEN CET bz 
r=23 THEN LET dc 
r=46 OR r=47 THEN LET jm= 
p=8 AND (r=48 OR r=49) THEN FRINT x#(9): LET $(8,2)=9: LET g#(4)=""3 LE 
T g$(34)2"": GO TO 110 
2020 IF (r=4 OR r=5) THEN LET 12=8 
2030 IF p=28 AND (r=36 OR r=37) THEN PRINT x#(17): GO TO 118 
2040 IF p=28 AND (r=38 OR r=31) THEN PRINT x$(18): LET g#(21)="a drunk on the f 
loor": LET s(28,4)=29:; GO TO 118 
AND r=39 THEN PRINT x#(26): GO TO 118 
AND r=21 THEN LET j=1: GO TO 118 
AND (r=15 OR r=16) THEN FRINT "The princess smiles!"s: LET k=1i: GO 


@ 


=@ 
=0 


2@80 IF p=22 AND r=4@ THEN FRINT x$(27): LET 6 (22,2) =48: LET g#(22)="by a large 
open gate" 
2899 IF p=15 AND r=39 THEN PRINT x#(28): LET 6(15,2)=16: LET s(15,1)=14: LET gs 
(Lijye""* GO TO 118 

p=15 AND r<>39 THEN PRNT x$(29): GO TO 5100 

TO 118 

SUB 2800: IF p=15 AND r=14 THEN PRINT x#(29): GO TO 3188 

p=8 THEN FRINT x#(8): GO TO 110 

p=28 AND (r=27 OR r=28) THEN PRINT "I’m not that cruel!": GO TO 118 

bf="ki" THEN FRINT “Just what sort of person do you think I am 7": GO T 


p=22 THEN PRINT “missed '": GO TO110 
PRINT x#(34): GO TO 118 
GO SUB 28808 
PRINT "What?": GO TO 110 
GO SUB 2889 
IF p=8 AND r=3 THEN PRINT x#(6): GO TO 110 
IF p=45 AND r=41 THEN PRINT "I don’t think they will f1t me'": GO TO 118 
IF p=45 AND r=53 THEN PRINT "It’s so horrible! I can’t stand to look at it 
": GO TO 118 
2238 IF p=15 AND r=35 THEN PRINT x#(23): GO TO 118 
2248 IF p=41 AND (r=44 OR r=45) THEN PRINT x#(24)1 GO.TO 110 
2258 IF p©=15 AND r=14 THEN PRINT "It looks VERY vicious and it is HUNGRY!": GO 
TO 110 
2268 IF p=37 AND r=41 THEN PRINT “It's an official ghost hunters uniform! “: GO 
TO 118 
2278 IF p=16 AND (r=15 OR r#=16) THEN PRINT “They are very beautiful. I think th 
e princess might like these": GO TO 110 
PRINT x#(22): GO TO 110 
PRINT "I have :-"‘"a note,"‘"a lamp with no battery, a gun and 
LET f= 
FOR h=1 TO 3: IF v#(h,i)<>" " THEN FRINT v®(h): LET f=1 
NEXT h 
IF £=@ THEN PRINT “nothing else" 
GO TO 118 
IF p=16 AND b(21,1)=16 AND bD(15,1)<>4@ THEN FRINT x#(48)2 LET $(16,2) 221: 
LET #(16,3)=22: LET b(21,1)=@8: GO TO 110 
2368 GO TO 110 
2378 GO SUB 2800 
2388 IF p=3@ AND r=5 AND lz=1i THEN PRINT x#(12)8 LET $(30,3)=29: GO TO 110 
2385 IF p=3@ THEN PRINT "How?": GO TO 118 
2398 IF p=8 AND (r=48 OR r=49) THEN PRINT x#(13): GO TO 3108 
2480 PRINT w#(14): GO TO 110 
2410 IF p=3@ THEN PRINT "If you don’t have a key,I'd give up": GO TO 118 
242@ IF p=13 THEN PRINT "If I had a rope, I could climb out!": GO TO 118 
2438 PRINT "I’m as confused as you are. I suppose you gould try prayer": GO TO 
118 
2448 GO TO 110 
2450 FOR x=1 TO 34: READ x#(x): NEXT x 
2468 BATA "Do you know the density of Platinum?","The bookcase slides aside 
to reveal a secret passage" 
2488 DATA "I drop the pen in amazement","I fell in the dark. I am dead!" 
258@ DATA "I light the candle","The monster has halitosis and I can’t get near f 
or the smell" 
2528 DATA "I don’t have it'","No way! I’m a coward!","The monster seems to like 
that! It grabs them and runs away'" 

















255@ DATA "Path west is dangerous!","I can’t make it out","That seems to do the 
eVek? 
2580 DATA "That annoys him! He attacks me! I AM DEAD","You are trying to confuse 
me!","The drawbridge comes down" 
2680 DATA “The drawbridge rises up","The drunk shouts out words whicnI can only 
assume are swearing!" 
2630 DATA “He grabs it quickly and stagers away letting me pass","I sink into th 
e bag. I am dead!" 
2650 DATA "I think I could follow the path west!","It tells of a ghost who is 
frightened of men in uniforms" 
24672 DATA "There doesn’t seem to be anything special"”,"There’s a DEAD bod 
y in there","They look rotten, just right for throwing!" 
278@ DATA "The poor old man. He is covered with rotten tomatoes. I've still got 
plenty left!","The dog starts to eat it, but I don’t think it likes them" 
2720 DATA "The dog likes them. It carries them away to eat","The wolf grabs som 
e and vanishes into the distance" 
2749 DATA "The wolf KILLS ME!","I load the statue onto the cart'!","The way is 61 
acked from this side" 
2768 DATA "The note is from my great grandfather. It reads :-" 
277@ DATA "As my sole living heir, I have sent you to find 6 treasures andrescu 
e the princess. You must deposit these on the doorstep" 
2780 DATA "Why are you so violent?" 
2790 LET x#(38)="So sorry I can’t carry any more!" 
2795 RETURN 
2800 LET 1#="": FOR h=1 TO LEN (2#) 
2810 IF z$(h)=" " THEN LET 1¢=z#(h+1 TO LEN (z#)): LET h=h+6@ 
2820 NEXT h 
2830 LET r= 
2840 LET 1=@: IF LEN (1#)<2 THEN RETURN 
285@ FOR h=1 TO $4: IF n$(h,i TO LEN (14))=1% THEN LET l=1: LET rsh 
2860 NEXT h 
2870 RETURN 
2880 BORDER 2: INK 1: PAFER 7 
2890 PRINT ‘TAR 6;"The house on misty hill" 
2893 INK S: PRINT AT 8,15: "an "2 INK 2: PRINT AT 10,123 "adventure™ 
2896 INK 3: FRINT AT 12,14; "game" 
2900 PAPER 8: CIRCLE 50,50,50 
2910 CIRCLE 205,508,592 
2920 FRINT AT 16,2;"By 1984": PRINT AT 16,21: "S.W. 
2930 RETURN 
297@ LET a=@:s IF b(6,1)=2 THEN LET a=arl 
2980 zi 5 : THEN LET a=atl 
29908 THEN LET a=atl 
3002 2 2 THEN LET a=atl 
2018 20 THEN LET a=atl 
7020 | ots) THEN LET a=atl 
2030 b(38,1)=2 THEN LET a=atl 
304@ RETURN 
S090 BEEP 1,1 
7060 IF p=1i8 THEN FRINT "something happened": LET $(18,1)=19: LET 5(18,2)=16: 
ET g#(18)="inside the shrine": GO TO 110 
3065 PRINT “nothing happened!": GO TO 118 
3078 GO SUB 2800 
3080 IF 1#="lamp" THEN FRINT "rubbing an electric lamp 1s a stupid thing to d 
ey Alay ype) stokes 
3085 PRINT "That doesn’t make much sense! ": GO TO 118 
219@@ PRINT "Do you want to play again ?"s3: INFUT r¥ 
SiWaimib (eerily yoo OREN RCN 
S106 STOP 
311@ GO SUB 280@: IF p=23 AND r=22 THEN PRINT x#(18): GO TO 110 
3120 IF 1#="note" THEN FRINT x#(32): PRINT x #( Ei] © Jan © fe Gs) 
p=23 AND r=23 AND dc=1 THEN PRINT x#(20): LET y=1: GO TO 110 
p=23 AND r=223 THEN PRINT "how can I read the map when I don’t have it 
TO 110 
PSe2S AND r=23 THEN PRINT "not there! ": GO TO 110 
p=32 THEN FRINT x#(11): GO TO 110 
r=24 AND (p=46 OR p=25) THEN PRINT x#(21): GO TO 110 
r=24 THEN FRINT “not at the moment": GO TO 110 
3180 PRINT "I can’t see anyting to read": GO TO 110 
3198 GO SUB 28@@: IF p=26 AND r=25 AND c=@ THEN FRINT x#(15): LET $(26,2)=27: L 
Etcadi iGO: To 110 
3200 IF p=26 AND r=25 AND c=l THEN FRINT x#(16): LET §(26,2)=0: LET c=@: GO TO 
110 
3210 PRINT x#(14): GO TO 110 
3220 GO SUB 2800: IF p=4 AND (r=44 OR r=45) THEN PRINT x#(25): GO TO 110 
S250 GO TO 110 
3240 GO SUB 2800: IF r=41 AND p=44 THEN PRINT “it doesn’t fit!": GO TO 119 
3258 GO TO 118 
3268 GO SUB 2800: IF 1#="lamp" THEN PRINT "it won't work" 
3270 IF z<>1 OR bze<>1 THEN GO TO 3284 
3280 PRINT «#(S): LET kk=1: LET kl=1: LET g$(2)="a lit candle” 
3281 FOR d=i TO 3: IF vé(d)="a candle” THEN LET v#(d)="a lit candle" 
3282 NEXT d 
3284 IF (z=1 AND bz¢<>1) THEN FRINT ‘what with?": GO TO 118 
3285 IF 2¢71 THEN PRINT "you don’t have one": GO TO 110 
3287 RETURN 
S290 IF pt>isS THEN PRINT "not here": GO TO 110 
33@Q@ IF jmé>1 THEN FRINT "I need a rope!": GO TO 118 
3310 PRINT "I throw the rope up and climb out": LET p=14: GO TO 118 





TI-99/4A TI-99 


HAVE YOU SEEN 
THESE GAMES YET? 
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Daddie’s Hot Rod (BASIC) £5.95 
Drive through sheep fields, woods, over 
rivers and avoid all obstacles, then pick up 
'hitch-hikers down perilously twisting roads. 
' HCW gave five stars. 


If you haven't yet seen our range of games and 
utilities for the TI-99/4A, then perhaps it’s 
about time you joined in the fun! 


Our products are also available from such big 
TEXAS retailers as Galaxy (Maidstone) — Parco 
Electrics (Honiton) — Blue Chip Computers 
(Wigan) and many more. 












Hunchback Havock (BASIC) £5.95 
Arcade action in TI-BASIC! Race with Egor 
thru four castles and.24 different sheets. 
Superb graphics and great fun. 
















Send cheque or P.O. to 


LANTERN SOFTWARE, 
4 Haffenden Road, Tenterden, Kent TN30 60D 


or SAE for full list. Look out for our products at your TI retailer. 






TI-994A SOFTWARE 


3 great games for the unexpanded T!-99/4A 
PILOR Gy: = 
A great new flight simulation game for one player. Options for tak 
off, landing, or in full flight. Graphics display of landing strip, fara n 
map, instrument panel. Full instructions included. Graphics and 
sound. 
Tl TREK £5.95 
Defeat the Klingon invasion fleet. Includes 5 skill levels, graphics 
quadrant display, 8 x 8 galaxy, phasors, photon torpedoes, long 
range scans, and much more. Full instructions included. Graphics 
and sound. 
FORBIDDEN CITY £4.95 
A deserted alien city contains a vast treasure but this is guarded by 
deadly traps. Can you decipher the clues left by previous 
travellers? Text adventure. 


APEX SOFTWARE 
Hastings Road, St. Leonards-on-Sea, 
E, Sussex TN38 8EA 
Tel: Hastings (0424) 53283 


HIGH QUALITY TI-99/4A SOFTWARE 
Packaged in Audio Wallets 


ADVENTURE MANIA. (Basic, No command module 

needed) £5.95 
H.C.W. gave this full graphic and text adventure 4 stars 

Can you discover the ultimate quest in this spectacular mission. (30 
locations. 


MANIA. (Basic. No command module needed) £5.95 
H.C.W. gave 5 stars and said ‘| would certainly buy Mania”. Fully 
graphic and text adventure. Can you survive in Mania and escape to the 
corridors of time... . 


LIONEL AND THE LADDERS. (Extended Basic) £7.95 
The very best fully animated sprite graphic adventure you have ever 
seen on your TI-99/4A. Help our hero Lionel as he journeys through the 
labrynth in search of his captured princess. But make sure he does not 
get caught by the Suns of Mars, the Shades of Wrath or the Death Stars. 
Lionel will captivate you with his style. Available shortly ‘Beneath 
the Stars’. 
Send PO/cheque to: 
Intrigue Software, Cranbrook Road, 
Tenterden, Kent TN30 6UJ. 
We will send your games by return. ,Post Free. 
Dealer enquiries welcome. Tel: 05806 4726 
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POSTERN'S “= rae ee 


LATEST CHALLENGE. os 
Combining the best of two alien 
worlds on one mind-blowing cassette. 


£7.95 srrech 


Postern Ltd, PO Box 2, Andoversford, 
Cheltenham, Gloucestershire GL54 5SW POSTERN 





TEXAS 
STRIKES Harp! 
32K Stand aloneram £125.00 
‘ade quality joystick £ 22.00 
ssette interface leads : 
— single £ 5.40 
— dual ASS GDN). 
Compatible cassette recorder £ 25.95 
Atari/Commodore to T199/4a 
joystick interfaces - single £ 6.00 
— dual £ 8.50 
Quick joystick suitable for 
use with above interface £12.95 


Christine Computing can also supply over 100 uterens 

soft titles forth 

titles from Stainle oftware, Timeless Software, 

Tomputer, Fant and many more. 

For acomplete list of hardware and software currently in stock, 
id ae Ww ia h will UCUREUA KEL UM 
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om 

a 
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Christine C pipeline Limited 

6 Florence Close 

Watford 

16 Co) ut | DY ALI Telephone (0923) 672911 





GAMES COMPUTING JULY 1984 


Includes 
Infinite 
«a Lives Version 
ae @- On B side 
DEMOLATOR — BBC — MODEL'B’ 0S1-2, £6.95 


THE NAME IN VIDEO GAMES 


Following the Thousané , 
the Alien Demolators the last remnants of they 





VISIONS (SOFTWARE) FACTORY LIMITED 1 FELGATE MEWS STUDLAND STREET LONDON W6 


This short program will fit into a 16K ZX 
Spectrum. The object of the game is to 
steer your car down the course. When you 
select the level, 1 is best for the first few 
goes. 

Controls are ‘5’ for left and ‘8’ for right. 


RUNdown 


Line Action 
1-20 Initialisation. 
30-180 Do graphics. 
1000-1200 Track. 
1220-1320 Cars. 
5100-5330 Controls. 
7010-7080 Instructions. 
8000-9930 End of run. 


1 FOR s=1@ TO 

S PAPER @: CL 
.@2, 0808: NEXT a: 

6 FOR z=1 TO 
FAUSE S@: CLS 

7 FOR xw=1 TO 
NEXT 





PAUSE SQ: 


13 


S < 


FOR a=i TO 22: 


PRINT TAB (a)s 


PAUSE S@: CLS 


eae 
eee 


a) 
wa 





PRINT TAB 


PRINT TAB 
CLS 


Cz) INE 


Si BY": 


(HG 





GO SUB 7800 

PORE USR Ja’ ,155 

PORE UBR “B41, 255 
PORE USK “a''+2,189 
PORE USK "‘a"+3,60 
POKE USR "“a'+4,36 
PORE JSR (a7 +5 156 
PORE USK (a +6,255 
POKE USK “a 47,155 
FORE USR 7B” .24 

FORE USR "B"'+1,62 
POKE USR "B"+2,9@ 
POKE USR “B’+s, 68 
PORE USR “B"+4,9 
PORE USR ' 8°45, 60 
PORE USR "B"+6,9@ 
PORE USK “BR +7, 24 

LET xy=1 . 

REM print track 

PAPER 72 INE 7 

oLS 

LET x= (RND*1@) +5 

LET kb=x+2 

FOR y=i TO 2a 

PRINT Al yes INE G3 "Rial yvintd: 8 
LET x&x+(SGN (RND-.&) >) 
IF xe31 THEN LET x=3 
IF «<@ THEN LET x=Q 
NEXT y 

PRINT @1 sy,xrb: INK 1: "A" 
PAUSE SQ 

PRINT AT y,x+t3s INE @; "A" 


FOR z=1 TO 20 


LET x=x#(SGN (RND-.&)) 
1 THEN LET x= 
@ THEN LET x=@ 


IF » 
IF x 
POKE 


PRINT AT 21,x3 






ol 


23692,0 ' 


INK @3°B’sAl 21 kts Bs 


GO SUB S@a@ 


NEXT 


z 


FOR z=1 TO 20 
PRINT AT 21,1°° 
GO SUB Saaa 


NEXT 


GO SUB 8000 
LET a#=INKEY# 


PRINT AT xy~1,xbs 


IF a 
IF a 
IF A 


RETU! 
INE, 
PAPE 


nee 


va 
$=" Q" 
TTR 


RN 
RND¥6 
R 7 


THEN LET xb=xb-1 
THEN LET xb=xb+1 


(xy,*xb)=56 THEN GO TO 8500 
PRINT AT xyyxbs 


INE 13"A" 


% 
4 4 
"GAMES, CO. 


ee Ne 


INE 4; "DRIVER": 


BEEP .1,@008: 


BEEF 


NEX Ie: 


INE 63; "S. GOODLEY"’: BEEP .@1,@008: 
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Notes 
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ete re 
BORDER RND#7 


eo 7@20 CLS : PRINT AT 1,73" --DR IVE R= | 
3 7020 PRINT AT 3,4; "You must steer your car iA)" 
= 7040 PRINT " down a hazardous road avoiding the trees(B)" 
7045 PRINT " using keys ‘S’ to veer to the left and ‘8° toa the 
fight,good luck!) ' 7% 
7050 PAPER 7: INFUT " skill level-l(easy)to Sthard) "3d 
7060 IF dil OR d?S THEN GO TO 7a58 
: bad 7070 LET d=9-d 
Hh. YE 7080 RETURN 
aS 800@ PRINT AT 20,13 INK @3 "congratulations, you made it": GO TO 9909 
5 Sete: 8100 GO TO 9000 
° 8500 FRINT AT 20,1; INE @;"you crashed": PRINT AT 11,15; INK @;" 
851@ BEEP 1,0: BEEF 1,2: BEEP .S.3: BEEP .S,2: BEEP 1,@: BEEF 1,0: BEEF 1,2: BEE 
P .5,23: BEEP .&,2: BEEP 1,@: BEEP 1,3: BEEP 1,5: BEEP 2,7: BEEP 1,3: BEEP 1,5: B 
ae ee ewe eee 2,7: BEEP .75,7: BEEF .25,8: BEEP .5,7: BEEP .5,5: BEEP .S,3: BEEF .&,2: BEE 
jn : siF 1,0: BEEP .75,7: BEEF .25,8: BEEP .5.7: BEEP .&.5: BEEP .5,35: BEEP .5,2: BEEP 
1,0: BEEP 1,0: GEEF 1,-S: BEEP 2,0: BEEP 1 a: BEEF 1,-o: BEEF 2.0: 
9000 INFUT “another go (y/n) "sb 
S 9018 CLS 
¥ 9020 IF b#(1)="y" THEN RUN 
: 9025 IF b#(1)="Y" THEN RUN 
- 9027 FOR c=1 TO 22 
= a i 9O20 IF b#(1)="n" THEN FRINT TAB (c); "BYE": BEEF .@1,@08: NEXT cs: PAUSE 15@: NE 
*, Ni oe wW 
& “ANY EX 9500 INK ® 
\ cr wy h 9510 PAPER 7 
, ~. wo : ‘19520 CLS 
5 ‘ . % ‘ aN 9900 BEEP 1,0: BEEF 1,4: BEEF 1,7 
x i aN “ ™ 90S BEEP 1,7: BEEP 1,7: BEEP 1,7 
. eee \ % q 1. 9910 BEEP 1,4: BEEP 1,4 
* \ ¥ S , s [9715 BEEP 1,0: BEEF 1,4: BEEP 1,7 
\ Aes %, ‘ 9920 BEEP 1,7: BEEF 1,7: BEEP 1,7 
Yow S y HA 9925 BEEP 1,5: BEEP 1,5 
os \ % A, 9930 GO TO 9000 
. A , 
eS Bae 4 4,  & TREAD] & GO 
Te ANG ee 
AMES COMPUTING JULY 1984 % ~~ BY 7 i 34 
Saree Ree Bs Eas %, _) My OS i 3 
= esate eae “a Nett % £ § 
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Can you meet Laserwarp’s 
infinite Challenge? _ 


At last-a real challenge for the 
arcade ace: Laserwarp, the most 

> Coll fave -leer-(e(- min (-Mer-luit-e-leel late m 
in full, high-res graphics. It’s got 
everything - fight your way through 
the ramships, space mines, homing 
droids, hyperspace chickens, 
interstellar pogos, and more, till 
AVolV Med ar-1i(-Vare(-Mtat= Miu t-1)(-1 em Or- Tam fel] 
beat him? Can anybody beat him? 
Comes complete with Hall of Fame, 
etere(-YoMU-alit-lel(- Malle ieee] c= tet =1ale| 
yours in and see if you can win the 
Pa een Tdcome(-1ae-1c-Meic-lalire -\C-la 
month (full details in instructions) 
High scorers names will 

ol-Mel¥ lo) itar-toMlae-Mal-li keys 

Fame in the computer 

press-— and they will be 

invited to join in a Battle 

of the Champions. 
NB — if you have the earlier version of 
Laserwarp, Mikro-Gen will replace it 
with the new version — FREE! 


* Genesis Il 


the adventure game that understands plain English! 
The colony ship Genesis II has been hijacked by space pirates — and 
you’re the only crewman left! Only you can save the cargo- an entire 
forest, full of animals, destined to populate a new world. This exciting 
FeYoM-Val aula: Mel-Tuit-Mar-toW- MUexer-] elt l-lame) mal-r-la\ecseLen Cel co -Me- ello lare Riar- 14 
frustrating search for the precise word command. 
* Neariy 100 different locations 
* Over60 objects * 100% machine code 
* Over 500 possible actions 


Just part of Mikro-Gen’s great range — look out for Paradroids, Mad Martha Il, 
Cruise Attack, Land of Sagan, Galakzions, Deffendar and many others. 
Available from WH Smith, Co-op, Boots, Menzies & other leading retailers, or 
direct from Mikro-Gen (Please make cheque/PO payable to Mikro-Gen & add 


40p post & packing 


44 The Broadway, Bracknell, Berks RG12 1AG Tel: 0344 427317 
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If you enjoyed playing ‘Roving Robot’ last 
month, we have another dose of the same. 
This time the faithful robot is now in charge 
of transporting eggs around a maze. Of 
course the aliens are back to prevent him. 

This program uses machine code and 
makes full use of the BBC, it will run on the 
Electron with no further changes. 

The program features a sound on/off 
function, increasing numbers of aliens 
with every screen completed, constant 
sound effects, and three lives with a bonus 
line after completing screen 5. The game is 
mainly in BASIC, with a machine code ¥ 
routine to move aliens, which are multi- £ 
coloured. The object of the game is to} 

4 transport the eggs at the top of the screen 
to the bottom of the screen in the fastest 
and safest manner. If you make contact 
with the aliens, you die. 

The program was written for maximum 
speed, and not for elegance or structure, 
because apart from writing the program 
totally in complex machine code, the only 
way to achieve anything like arcade speed 
is to write in this manner; that is the use of 
multistatement lines, GOSUB variables, 
line numbers with increments of one, and 
almost total use of integer variables. The 

| game that results is fast, and difficult. 


“A 












RUNdown 


# Line Action 


Jump to control loop. 
1-4 Act upon a keypress, to 

change direction; line no. 

held in key% ( ) 

Pause until another key 

pressed; line no. held in 

key ( ) 





6 If a character unrecognis- 158,159 PROCinputname — input lives% The number of lives you 
ed, or keypress not acted your name if you are in have. 
on; just return the top ten scorers. bonus % The number of bonus 

7-10 Act upon character 163-179 PROCinstruct — print you have. 
detected on the screen; out instructions, ask if inc% Increment subtracted 
held in screen% ( ) you need sound.. from bonus each repeti- 

14-25 Control loop for the pro- 183-205 PROCinit — initialise tion of game loop. 
gram. variables, define level% The current level you are 

29 FNscrn (x value, y value) graphics, dimension ar- on. 
— used to detect a rays etc. loop% Variable used in all FOR 
character on the screen. 209-215 PROCplace aliens — . . . NEXT loops, except 

she} PROCw (time%) — wait print and POKE in posi- delay loop in PROCw. 
for a pre-specified tions of aliens for m/c. ul$ Underlining string of 
amount of time. 219-291 PROCassemble - PHO) Ne. 

C7 PROCscore — print the assemble machine code scr1%, Variables holding screen 
screen score in the form for moving the aliens. scr2 % characters next to alien, 
“00850”. 295-302 Error route — report it in the direction moved. 

41 PROClives — print a str- and end the program in 2 
ing of robots to represent MODE6. Machine Code 
the een of lives. . p : a 

45 PROClevel — print the . xp% ocated from &70-&7F, 
level in the form ‘’04”’. Variables Used containing horizontal 

49,50 PROCcls — clear the positions of aliens. 
screen ina burst of sound X%,Y% Horizontal and vertical yp% Located from &80-&8F, 
and colour. positions of the android. containing vertical posi- 

54-58 PROCman — check the D% Direction of android, tions of aliens. 
keyboard, screen and act used to select different di% Located from %90-&9F, 
upon the values. shapes of android. containing the direction 

62-64 PROCgame — play the man (3,3) Holds the various shapes number of aliens. 
screen until you die, or of robots, in the 4 dif- sc1%,sc2% Locations &A0+&A1, 
complete it. ferent colours. containing screen sens- 

68-80 PROCdead — you have screen% Holds the destinations ed characters under 
hit an alien, or run out of (159) GOSUBed when a non- aliens. 
time; decrement lives space is met on the rnd% Located at &A2, con- 
etc. screen. taining a random number 

84-88 PROCtimeup — you key%(140) Holds the destinations from BASIC, between 1 
have run out of time; GOSUBed when a direc- and 4. 
reset bonus, and call tion or pause key is number% Located at &A3, con- 
dead procedure. pressed. taining the number of 

92-97 PROCnewscreen — you hi%(10) Current top ten scores. aliens for the present 
have completed the cur- hi$ (10) Current top ten scorer’s screen. 
rent screen; move onto names. nhit% Located at &A4, con- 
next. got% Variable holding if you taining whether your 

101-121 PROCdrawscreen — have an egg (=3), or not man is hit (=1) or not 
draw the maze, set the (=2); colour printed of- (=0). 
variables, and get ready man. cx% Located at &A5, con- 
to play. carry% Variable holding how taining the X register 

130-139 PROCalldead — print in- many eggs you have when sensing the 
quest, check for hiscore. transported. screen. 

143-150 PROCalldead — now dx% ,dy% Variables holding the direc% Contains the direction 
print the high scores and values added or sub- u.d.g. needed for the 
their scorers, check tracted to X%+Y% direction of the alien. 
restart. when you move. OS% &FREE; the Operating 

154 PROCswap exchange bi$ String containing two system subroutine called 
the hiscore and hiscorer spaces to erase the an- to print characters. 
variables until in right droid. code__space reserves space for the 
order. score% Your current score. machine code. 


27 REM 
28 REM 
29 DEFFNscrn(q%,w%) :VDU31,Q%,Ww%: = (USK (& FFF 4) AND&FFOO 
)DIV&108 
3@ REM 
31 REM 
32 REM 
33 DEF PROCw(time%) :FORdelay%=1TOtimex: NEXT: ENDPROC 
34 REM 
35 REM 
36 REM 
37 DEF PROCscore: VDU17,2,31,0,1:FRINTLEF T#("00000" 5 
-LENSTR#score%? scoreZ%: ENDPROC 
38 REM 
39 REM 
40 REM 
41 DEF PROCLives: FOR oop%=1TO1livessz: PRINTTAB(6+100p% 
»@) man#(3,3) :NEXT:PRINTTAB (4+1ives%,@)b1#; s ENDPROC 
42 REM 
43 REM 
44 REM 
45 DEF PROClevel:VDU17,2,31,11,1:PRINTLEFTS ("Q0",2-L 
ENSTR#level%) level 4%: ENDPROC 
46 REM 
47 REM 
48 REM 
49 DEF PROCc1s:FOR100p%=0TO9: VDUI7,129+1loop%,28,loop 
h,31-(loop%*1.75) ,19-loop%, loop%*1. 75: CLS: SOUND1,1,lo0o0p 
“%*25 ,2: PROCw (10) NEXT: VDU19,@,43 3 s PROCw (S5@) : VDU19,@, 
Q:0; 
S@ FOR] oop%=9TOOSTEP—1: VDU1L7,129+1loop%,28,loop%, 31-¢ 
loop%*1.75) ,19-loop%, loop%*1.75: CLS: SOUND1,1,loop%#25,2 


GOTO14:REM all REMs can be iqnored SCREEN SENSE FUNCTION 
D“Z=0: dx %=-1: dyZ=@: RETURN 
DZ=12dx%=1: dyZ=O: RETURN 
D%Z=2: dx %=O: dy%Z=1: RETURN 
D4Z=3:dx%=0: dy%Z=-1: RETURN 
KEY=GET: SOUND1 ,-15,5@, 3: PROCw(7@@) : RETURN 
RETURN 
dx %=O: dy%=O: scr 1%=32: scr 24=32: RETURN 
PRINTTAB(X%,Y%) b1%; : PROCdead: RETURN 
dx%=O:dy%=@8: IFqot%=2RETURN ELSEVDU17,3,31,X%,Y%+2 
.243:got%=2:carry%Z=carry%+1: FOR] oop%=2@0TOLOSTEP-15: SOU 
ND1,2,lo00p%, 1: NEXT: score%=score%+95: PROCscore: IFcarry“= 
6end%=-1:RETURN ELSERETURN 
10 IFgot%=30RY%=27dx %=0: dy%Z=O: RETURN ELSEFOR1 oop%=8T 
O1Q@QSTEP1@: SOUND1 ,3,1lo00p%, 1: NEXT: score%=scoreZ%z+150: PROC 
score: got%=3: RETURN 
11 REM 
te REM 
13 REM 
14 MODES 
15 ON ERROR GOTO 295 
16 PROCinit 
17 PROCassemble 
18 REPEAT: score%=0: lives“=3S:levelZ“z=1 
19 PROCinstruct 
20 PROCdrawscreen 
21 PROCgame 
22 IFlives%>@ PROCnewscreen: GOTOLO 
23 PROCalldead 
24 UNTIL FALSE 
25 END 
26 REM 


PAUSE A WHILE FROCEDURE 


WONG USUNKS 


PRINT TNE SCORE PROCEDURE 


PRINT THE LIVES PROCEDURE 


MAIN GAME LOGF 


PRINT THE LEVEL PROCEDURE 


CLEAR THE SCREEN PROCEDURE 
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CT INT 
TU MW 


COUNT 
CU INC 


> PROCw (7@) : NEXT: VDU26: COLOUR1 28: CLS: ENDPROC 
Si REM 
S2 REM 
S53 REM 
S4 DEF PROCman:inZ=INKEYQ: IFin%>@SOUND%0011,3,3 
OSUBkey% (in%) 
SS scri%=FNsern (X%+dx%, Yatdy%) :ser2%=FNscrn (X%+dx%r,Y 
“titdy%) : IFscr1%< >32GOSUBscreen% (scr 1%) : [Fend%ZENDPROC 
56 IFser2%< >S32GOSUBscreend% (scr 2%) : [FendZENDPROC 
S57 PRINTTAB(X%,Y%) D1 STAB (X%+dx%, Y¥Atdy%) mans (D%,gat%) 
XZ=XAtdxK At VAEVAtdy%: IF dx ZORdy%~SOUND2.0011,2,232,2 
S58 PROCw(sk%) :ENDPROC 
59 REM 
6@ REM 


MOVE THE ANDROID PROCEDURE 


PLAY THE SCREEN PROCEDURE 


61 REM 

62 DEF PROCgame: end%=0: REPEAT: PROCman: ?rnd%=RND (4): 7 
(di Z%+RND (15) )=RND(4) sCALLCODE: IF?mhit% ?Pmhit%=O:PROCdea 
d: [Fend“%THEN64 

63 PROCman: bonus%=bonus%-inc%: IFbonusz%< 1FROCtimeup E 
LSEVDU17,2,31,15,1:PRINTLEFT$ ("00000" ,5-LENSTR#bonus%) b 


UNT ILend%: ENDPROC 

REM 

REM YOU ARE DEAD PROCEDURE 

REM 

DEF PROCdead 

FOR1 00p%=1T010: FOR] oop2%=3TOISTEP-1:PRINTTAB(X%,Y 
%)man$(3,loop2%);:SOUND1,1, loop%*8*1loop2%,1: NEXT, 

7@ COLOURS: VDU31, XK, VK, 242, 10,8,241:PROCw(1000):FORL 
oop%=1@@TO@STEP—-4: SQUND1,~15,100p%,1: NEXT 

71 lives#=lives4%-1: IFlives%< lend%=TRUE: ENDPROC 

72 PROClives 

73 FOR] oop%=1 TO?number %: PRINT TAB (1loop%?xp%, loop%z7yp% 
>)b1S; 2 NEXT: PRINTTAB(X%, Y%) man#(D%Z,got%) 

74 PROCplace_aliens 

75 *FX15,0 

76 IFscer1%=00Rscr1%=153scr1%=32 

77 IFser2%=@0Rscr 2%=153scr 2%=32 

78 KEY=GET: IFkey% (KEY) =6THEN78 ELSEGOSUBkey% (KEY) 

79 IFFNsern(X%+dx%, Y¥Atdy%) < =3S20RFNscrn (X%+dx%, VXt1+d 
VAIS >32dK%=0: dy%=O 

8@ ENDPROC 

81 REM 

82 REM 

83 REM 

84 DEF PROCtimeup:FORIoop%=1T06 

85 PRINTTAB(15,1," ";SOUND1,-15,l00p%*10, 2: PROCW 
(700) :PRINTTAB(15,1) "@@0@O@": SOUND1 ,-15, 100-100p%*10,2:P 
ROCw (8@Q) : NEXT 

86 SOUND&@011,-15,0,5 

87 PROCdead 

88 bonus%=2000: inc%=S: ENDPROC 

89 REM 

90 REM 

91 REM 

92 DEF PROCnewscreen:FOR1Loop%=1T0119STEP3: SOUND1,3,1 
oop%,1:NEXT 

93 REPEAT: score%=score%+20: bonus%=bonus4-20: PROCscor 
e:PRINTTAB(15, 1) LEFT# ("00000" ,5-LENSTR#bonus%) bonus%: SO 
UND&0011,1,40, 1: UNTILbonus%<=@: PRINTTAB (15,1) "@00@00" 

94 level%=level%+1:PROClevel: IFlevel %=46li ves%=lives% 
+1:PROC1i ves: FOR1Loop%=1 TOS: FOR] o0p2%=1T05: SOUND1 ,3,1lo00p 
%*10*1l0OOp2%,1:NEXT, 

95 PROCw(1500) 

96 PROCcls 

97 ENDPROC 

98 REM 

99 REM 

100 REM 

101 DEF PROCdrawscreen: RESTORE125 

102 VDU17,3,17,129,31,0,@:PRINT" 1UP "TAB(11,@)CHRS24 
Q@CHR$239TAB (15,0) "BONUS" 

103 VDU17,128:PROCscore:PROCLives:PROClevel :bonus%=45 
Q0+ (S@0*level%) : [Fbonus%>10@@Qbonus%=9990 

104 inc%=S+ (S#level%) : IFinc%>100inc%=100 

105 ?number%=4+level%: IF ?number%>1@?number 4=10 

106 PRINTTAB(15,1)LEFT$# ("@0000" ,5-LENSTR#bonus%) bonus 
“ge 

1@7 COLOUR1: REPEAT: READKZ%~,y%,num% 


TIME RUN OUT PROCEDURE 


COMPLETED SCREEN PROCEDURE 


DRAW THE SCREEN PROCEDURE 
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108 PRINTTAB(x%, y%+1) STRINGS (num%Z, CHR#244) ; 
109 UNTILy%=29: FOR] 00p%=5TO28: VDUS1,O,loop%,244,31,19 
loop%, 244: NEXT 


110 COLOURS: FOR] oop%=4TO29STEF 2S 

111 FORLoop2%=2TO17STEFS 

112 PRINTTAB(loop2%,loop%): 
ERREIN meee 

113 NEXT, 

114 XZ=9:Y%=16: DZ=2: dx %=1: dy%=O: got%z=2: 
)man%(DZ,qgot%) 3: 

115 PROCplace aliens 

116 *FX15,0 

117 FOR] oop%Z=OTOZ5SSSTEF 25: SOUND 1 , - 

118 carry%=0 

119 ind%=GET: IFkey%(1n%)=6THEN119 ELSEGOSUBkey% (ins) 

120 sk“Z=(9-level%) #3: IF sk“ Osk%=0 

121 ENDPROC 

122 REM 

123 REM 

124 REM 

125 DATAQ,2,20,0,3,20,3,6,4, 
16,751,3,8,1,9,852.16,8.5155,9 
obs 7g LO, 1,12, 10, Mgr 7 iqia Ligthig kids giidig 
2,13l4, 9, 13,2,14, 1354555145 1.,.7 5 
5.1,5,16,1,14,16,1 

126 DATAZ 16,1517, 1641, 2y17 107s 17s 17a 17 shea ot ai) 
1S 2g 17, VAG 1 Se L Ip Se Ppl Pe egloy LP ecg 7 yg 2Oed gla es 1 yi7 ged 
abel 2, 2hyl pS 22 Se l2, 22, Se S924 lig Sy 241, 1652551,16,24,1 
1955259,4,8,25,4,135,25,4,0,28,20,0,29,20 

LZR 

128 REM 

129 REM 

130 DEF PROCalldead 

131 YVDU17,2,31,5,17:PRINT"GAME OVER": VDU17,35,31,X%,Y 
%,242,10,8,241: SOUND@,-15,100,5: PROCw (3300) 

132 #FX21,0 

133 SOUND1,3,10,4:GCOL3, 129: CLG: SOUND1,3,30,4:GCOLQ,1 
29:CLG: SOUND1,3,99,4:GCOL@,128:CLG 

134 VDU17,1,31,0,10:PRINTul#: VDUS1,0,15:FRINTulL#;:VDU 
31,0,20: PRINTULS$: VDU17,2:PRINTTAB(Q, 12) 3 "You scored "5: 
vbU17, 3:PRINTscorez% 

135 VDU17,2,31,0,14: PRINT" 
level% 

136 IFscore%>hiz%(1O) his (10) =""shi%(1O)=scorer:FRINTTA 
B(@,18)3; "You are on the high score table!!":FORLoop%= 
1TO2ZQQ@STEP4: SOUND1,1,lo0p%, 1: NEXT 

137 A=INKEY (300) :GCOL3, 129: CLG: PROCw(2@Q) : GCOL@,129:C 
LG: GCOL®,128:CLG 

138 FORLoop%=9TOISTEP—1: IFHiz%(loop%) <hiz%(loop%+1) PROC 
swap 

139 NEXT 

140 REM 

141 REM 

142 REM 

143 CLS:VDU17,1,31,0,0:PRINTUl#: VDU17,2:PRINTTAB (QO, 2) 
"TODAY'S HIGH SCORES": VDU17,1,31,0,3:PRINTul#: VDU17,3 

144 hi%=0: FOR] o0p%=1 T0198: row%=5+1 oop%*2 

145 VDU17,3,31,0,row%: PRINTLEFT$ ("Q0000" ,S-LENSTR#hi % 
(Loop%) )hi%(1oop%) ¢VDU17, 1: PRINT" "ssVDU17,2:PRINTHi Ss ( 
loop%) 3: IFhis(loop%) =""hiz%=loop%: ROW%=r ow% 

146 NEXT: IFhiZPROCinputname 

147 VDU17,1,31,0,27:PRINTul#:PRINTTAR(Q, 30) ul #3: VDUL7 
sStPRINTTAB(Q,29) "Press a key to start"s::#FX15,0 

148 KEY=GET 

149 CLS 

15@ ENDPROC 

151 REM 

152 REM 

153 REM 

154 DEF PROCswap:hi%shixz(loop%) shiz (loop%) =hi% (loop%+ 
1) shiz (loop%+1) =hixshis=his(loop%) shit (loop%) =hiFs(loop% 
+1) :hi¢(loop%+1) =hi#:ENDPROC 

155 REM 

156 REM 

157 REM 

158 DEF PROCinputname: SQUND1,3,5@,2: VDU2: 
$030,174 12 INPUTTAB (4, ROWZ) hi (hi %) ¢s VDUZ3, 1 
$2,17,35 

159 PRINTTAB(46,ROWK) LEFT# (hi#(hiZ%) ,14) sSTRINGS(19," 


PTF LompZe4b INTO E 4a BL! 


PRINTTAB(X%,Y% 


15, lo00p%, LeNEXT 


DATA FOR MAZE BLOCKS 


END OF THE GAME PROCEDURE 


on level "“s:VDUL7.3:FRINT 


PRINT THE HISCORE TABLE 


PLACE HISCORES IN ORDER 


INPUT YOUR NAME PROCEDURE 
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phis(hi%) =LEFT$ (his (hi%) ,14) :SOUND1,3,9@,2: ENDPROC 

40 REM 

161 REM 

162 REM 

163 DEF FROCinstruct 

164 VDU22,4,23,1,0,030;0;0;0:;0;19,0,4;0;:CLS 

165 VDU1L7,@,17,129,31,@,2:PRINT" Transport Android ( 
Roving Robot II). ":VDU17,1,17,128,31,0,4 

146 PRINT"You control Transport Android,who is fac 
ed with a maze,containing the six eggs that must be 
transported from the top of the screen to the bottom,s 
o he can escape.But the Mazedroids are out to"; 

167 PRINT"stop him as they roam about the screen in 
ever increasing numbers." 

148 PRINT"You must move the eggs within the bonus lim 
it shown at the top of the screen. Youhave three lives,a 
nd a bonus life after passing screen five.When you have 

an eggyou go yellow,otherwise you are cyan." 

169 PRINT ’:VDU17,0,17,129:PRINT"To control the Androi 
d,use these keys:- "3:VDU17,1,17,128 

17@ PRINT’" ‘ZZ’ - left X= Lit, 

?' = down 1 eC ‘space’ 
- pause" 

171 PRINT’"Do you want sound {Y}es or {N}o 7? "s 

172 REPEAT: sound$=GET$: in%Z=INSTR("YyNn" ,sound#) : UNTIL 
ind 

173 IFin%<S3PRINT"Yes": #FX210,0 

174 IFin%>2PRINT"No": #FX210,1 

175 VDU17.0,17,129,31,0,28°"RINT" 

o start the game. "“esVDU17,1.17.,128 

176 *FX15,0 

177 KEY=GET 

178 VDUZ2,5,23541,0,03 0303 B53 O33 19,2465 05 19,5,53 05 

179 ENDPROC 

18@ REM 

181 REM 

182 REM 

183 DEF PROCinit:RESTORE193: VDU23,1,0,0;0;0;0;0;2,19, 
2,630319,3,3505 

184 DIMscreen% (159) ,key% (140) ,man#(3,3) shi s(1]) ,hizi1 
@) ,code_space 402 

185 *FX4,1 

186 #FX11,0 

187 VDU23, 255,126,255, 240,245,245, 240,127,63,25,254,1 
43, 207,255, 255,126,61,195,230,23,255,126,255,15,175,175 
1155254, 252,23,252,241, 243,255,255,126, 188, LoS 103,23,2 
51,126,255,129,165,165,129, 255.255, 23,258, 255,253, 25,1 
24,60,153,195,102 

188 VDU2Z3,249,8,129,66,36,24,68,126,255, 23,248, 255,59 
939,39, 255,255,255, 255,25, 247,255, 228, 228, 228, 255,255,2 
55,255, 23,246,255, 255, 255, 153,155,153, 255,255,23,245,15 
3,153,153, 255,255,255, 255,255 

189 vDU23, 244, 170, 85, 170,85,170,85,170,85,23,243,56,1 
16,250,250, 254,254, i24, 56, 23, 242,56, 124, ba, 84,124,40,48 
»146,23,241,198, 108, 56. 16,56, 108,198,0,23,240,77, 73.735 
77,73,104,108, 0,23,239,90,82,82,90,210, 147,155, 

198 FOR] oop%= =070148: key% (loop%) =6: NEXT 

191 FOR100p%=@T0159: screen% (loop%) =6: NEXT 

192 FORlLoop%=1T07: READchar%,dest%: key% (char%) =dest%:N 
EXT 

193 DATA9Q,1,122,1,88,2,120,2,47,5,58,4,52,5 

194 screen% (148) =7:screen% (153) =8: screen’ (@) =8: screen 
%(95)=9: screenz(147)=18 

195 FOR] o00p%=@TO3: READChar%,dest%: FOR] o0p2%=8T0.5: man¥ 
(loop%, loop2%) =CHR#17+CHR#1 oop 2%+CHREchar %+CHR# 10+CHRFE 
+CHR#$dest%: NEXT, 

196 DATAZS3, 252,255,254, 251,250,251 ,2548 

197 FOR1Lo0op%=1T010: hit (loop%) ="Eiectron” 
11-lLoop%) #150: NEXT 

198 bl#=" "+CHR#10+CHRs8+" " 

199 ul #=STRING#(20,".") 

200 xp%=%70: yo%=88O: di 4=890: sc 1 4=RAO: sCAA=ALIrNdZLaHA 
2:number L=&A3:mhit%z=BA4: xcZ“Z=RAS: direch=%A6: OSA=&F FEE 

201 ENVELOPE1 ,129,-15,-7,-4.11,10,10,126,0,0,-126,126 
7126 

202 ENVELOPE2,1,15,15,165,2,3,1,126,0,0,~126,126,126 

203 ENVELOPES ,2,50,60,50,2,35,4,126, Q, 0,126,126, 126 

204 AZ=135: @X=0 

205 ENDPROC 

206 REM 

207 REM 

208 REM 

209 DEF PROCplace. aliens: VDU17,1 

210 FORLoop%=1TO?number% 

211 x%=RND (18) sy%Z=RND (23) +53 [FFNsern(x%,vh)* 2S 20RFNsSc 
rn(x%,y“+1) < >32THEN2Z11 

212 lLoop%?xp%=x%: loop%?yp%=y%: 1 00p%?d1 %Z=RND (4) 

213 VDUS1,x%,y%,249,10,8,17,1351,1l00p%7d1 4+244,17,126 

214 NEXT: ?rnd%=RND (4) s Pmhit%=4O8: VDUL7,3 

215 ENDPROC 

216 REM 

217 REM 

218 REM 

219 DEF PROCassemble 

220 FOR loop%=8 TO 2 STEP 2 

221 P%=code_space 

222 C OPT loop% 

223 .CODE LDA#17: JSROS%: LDA#i: JSROSZ: LDXnumber% 

224 .cont JMPblank 


PRINT THE INSTRUCTIONS 


Press any key t 


INITIALISING PROCEDURE 


thi kriloopn = ¢ 


PLACE THE ALIENS FROCEDURE 


ASSEMBLE M/C PROCEDURE 
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Cail NIN 
CU i i 


CUNT 
Ne 


LDAdi%,X:CMP#1:BEQLeft 
CMP#2: BEQright 
CMP#3: BEQdown 
CMP#4: BEQup 

»b JMPprint 

c DEX: TXA: CMP#@: BEQover 
JMPcont 

eleft JMPL 

eright JMPR 

-down JMPD 

up JMPU 

»over JMPfinish 

ol LDA#31: JSROS%: LDAxp%, X: SEC 
SBC#1: JSROSZ: LDAyp~%, X 
JSROS%: STXxc%s LDAKL3S 
JSR&FFF 4: STXsc1%:_LDA#K19 
JSROS%: LDA#135: JSR&FFF 4 
STXsc2%:LDXxc% 
LDAsc1%: CMP#32: BNEhit 
LDAsc2%s: CMP#32: BNEhit 
DECxp%, X: LDA#248: STAdirec% 
JMPb 
LDA#31: JSROS%: LDAxp%~,X:CLC 
ADC#1: JSROS%: LDAyp~%, X 
JSROS%: STXxc“%: LDAK1L35 
JSR&FFF 4: STXsc1%:LDA#1O 
JSROS%: LDA#135: JSR&FFF4 
STXsc2%2LDXxc% 
LDAsc1%: CMP#32: BNEhit 
LDAsc 2%: CMP#32: BNEhit 
INCKp%, Xs LDA#247: STAdirec™. 
JMPb 
CMP#154: BCShitm:LDArnds 
STAdi%~,X:JMPb 
LDA#1:STAmhit%: JMPb 
LDA#31: JSROS%: LDAxp%, X 
JSROS%:LDAyp%, X: CLC: ADC#2 
JSROS%: STXxc%:LDAK135 
ISR&FFF4a: STXscl%:LDXxc% 
LDAsc 1%: CMP#32: BNEhit 
INCyp%, X:LDA#246: STAdirec% 
JMPb 
LDA#31: JSROS/: LDAxp%,X 
JSROS%: LDAyp%, X: SEC: SBC#1 
JSROS%: STXxc%s LDAK135 
JSR&FFF4:STXscl%:LDXxc% 
LDAsc1%: CMP#352: BNEhit 
DECyp%, X: LDA#245: STAdirec% 
JMPb 

» blank LDA#31:JISROS%:LDAxp%, X 
JSROS%: LDAyp%, X: JSROS% 
LDA#32: JSROS%: LDA#10: JSROS% 
LDA#8: JSROS%: LDA#32: JSROS% 
JMPa 

sprint LDA#31:JISROS%:LDAxp%,X 
JSROS%:LDAyp%, X: JSROS% 
LDA#249: JSROS%: LDA#19 
JSROS%: LDA#B: JSROS%: LDA#17 
JSROS%:LDA#131:JSROS*% 
LDAdirec%: JSROS%: LDA#17 
JSROS%: LDA#1 28: JSROS% 
JMPc 

»finish LDA#17: JSROSZ:LDA#S: JSROS% 
RTS 
2 

NEXT loop% 

ENDPROC 

REM 

REM ERROR-REPORT IN MODE 6 

REM 

MODES 

#FX15,08 

PRINTul$ul$:REPORT:PRINT" at line no. “s;ERL 

SOUND1,2,ERR,5 

PRINTul Sul $’ 

“#FX4 

*#FX12,0 

END 
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his verdict 


Many years ago a company called 
Tangerine released a microcomputer in kit 
form called the Microtan65. This was bas- 
ed ona6502 processor and had quite a lot 
of options and add-ons available to it. 

Tangerine then decided that they 
wanted to go further. This resulted in the 
formation of Oric Products International 
and the introduction about 18 months ago 
of the Oric-1, and the recent release (and 
demise) of the Tiger business computer. 
The Oric was received very warmly 
overseas but received a cool reception in 
the land of its birth. It only sold about 
200,000 despite competing in the same 
market as the ZX Spectrum and having a 
newer more modern design, better 
graphics, and much better sound, making 
it a computer that was more advanced 
than the now aged ZX Spectrum. 

One problem plaguing the Oric was that 
the ROM containing the BASIC had some 
bugs init, that is it did not work as wellas it 
was supposed to. Also the keyboard was 
nothing to shout about, although the keys 
were hard plastic and had a definite feel, 
even though it was streets ahead of the 
rubber mat that the ZX Spectrum had 
which was only a development of the 
ZX81. 

In January, however, Oric launched a 
computer, and not an Oric-1 with an im- 
proved ROM as was expected, but a 
design so different from the Original 
machine that it hada new name and can be 
considered as a totally new machine. 


New Look 


The difference between the two machines 
is immediately apparent. The colour 
scheme of the Atmos is a tasteful red and 
black and it has a full size keyboard. This 
keyboard is one of the best types that | 
have ever used, only the Adam and the 
Commodore keyboards come anything 
near it. The BBC keyboard is awkward in 
comparison. The layout is the same as the 
Oric-1 but some keys have been made 
double sized for ease of use like the shift 
keys and the return key. It is very easy to 
touch type on this keyboard. 

The case of the machine is identical to 
the Oric-1 and must have used the same 
mould. The interfaces are the same with 
the same connectors. A printer interface 
that can be used for joysticks and as a 
general input/output port, an RGB inter- 
face for high quality professional monitors 
and sound output, expansion bus that 
gives access to the full6 4 K of memory and 
disc drives, and a cassette socket that pro- 
vides cassette motor control. 

The BASIC is much better at handling 
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Input/Output so now printed listings don’t 
have funny characters appearing every 
now and then. Games Computing has had 
trouble in the past due to the Oric-1 not be- 
ing able to drive a printer properly, some of 
our listings were corrupted, but now we 
use an Atmos to do all our listings and have 
no problems at all. 


New Cassette 
Commands 


The method of using the cassette has 
changed as well. You can now save data or 
arrays, very necessary for saving that 
most important adventure position at 
4 am when you finally fall unconscious 
after 48 hours straight hacking. A verify 
and merge facility is also included. 

The BASIC now has a PRINT AT state- 
ment which is similar to the PLOT com- 
mand but the text pointer does not move. 
This is good for fast moving around of 
UDGs on the screen. Sound functions are 
the same although the speaker is a little 
quieter, this is because in the Oric-1 the 
speaker amplifier drew so much current 
that the screen began to wobble every 
time the machine made a noise. The slight 
reduction in volume isn’t really noticeable, 
and nobody could ever accuse the Oric or 
Atmos of being quiet. The sound is produc- 
ed by an industry standard chip that is in 
use in a lot of arcade games and is still go- 
ing strong, an identical device is in the new 
Amstrad and Tatung micros. It produces 
three sound channels with full enveloping. 


Excellent Graphics 


Graphics is where the Atmos really shows 
its form. Text is available on a 40 x28 
screen with a reserved status line at the 
top leaving 27 useable lines. The text is 
compatible with teletext and can produce 
displays identical to those on Prestel and 
Ceefax/Oracle. This means you can have 
flashing characters, double height, and 
eight foreground and background colours. 
The really big advantage (as Electron and 
16K Spectrum owners will confirm) is that 
this kind of display uses up only 1K of 
memory plus 2K for the user definable 
character set, thus leaving you with about 
44K useable out of the original 64K. 





The hi-res graphics are good as well. 
The hi-res screen is composed of 
240 x 200 points with three text lines at 
the bottom. Eight foreground and 
background colours are supported along 
with flashing, giving 48000 plottable 
points as opposed to the ZX Spectrum's 
45056 points whichis 3000 points higher 
resolution. This means that all those nasty 
aliens can look even nastier! The way the 
colour works is interesting too. The colour 
information is stored on the screen along 
with the pattern information, this gives a 
great increase in the number of colours in 
any one area. With the ZX Spectrum the 
screen is divided up into 32 x 32 sections, 
only two colours are allowed in each of 
these sections. You may have noticed the 
ugly flashing squares that occur when two 
objects collide ina ZX Spectrum game, this 
is why. The Atmos, on the other hand, has 
a 40 x200 grid for colours. So the cor- 
responding Atmos screen can have all 
eight colours in each of its squares. IJK use 
these ‘multi-colour’ graphics to good ef- 
fect in their Zorgon’s Revenge program. 


Good BASIC 


The BASIC is straight Microsoft as found 
on most business machines, the Com- 
modore series, and is considered the stan- 
dard BASIC, you can’t type in these pro- 
grams directly — but it makes converting 
them very easy. The BASIC is also struc- 
tured, ina similar way to the BBC £lectron. 
There is REPEAT-UNTIL and IF-THEN- 
ELSE...Full graphics commands are sup- 
ported with CIRCLE, FILL, and DRAW. 
This BASIC is very easy to use and learn. 

The manual is fantastic and should be 
the base line for other manuals to be com- 
pared against. It gives full details of the 
whole system from how to use the BASIC 
to machine code use and hardware details. 
There is something for everyone. 


Conclusion 


| think this £ 170 micro is far superior to the 
ZX Spectrum in performance and value 
and beats the Electron due to its larger 
memory, speed, and built in interfaces. 
The only machine that it will have dif- 
ficulties with is the Commodore 64 but the 
Atmos has a better BASIC and is cheaper. 
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Dear Sir 
Could you please be of assistance. Last 
month | bought a Sharp MZ-700 64K 
computer but it appears that | can find no 
magazine on the market that can help me 
program games into it for my two boys. My 
newsagent sent me a copy of your March 
edition of Games Computing and there 
was a game init for the Sharp MZ 80K, the 
game was called Zombie Island, so | can’t 
type it in. 

Have you any games in your magazine 
for the MZ 700 at all, because it appears 
that | have bought a computer that has no 
magazine games for it. If so, then as | have 
not finished paying for the computer | will 
cut my losses by getting the shop to take 
the computer back and buy another brand 
that | can type games in for. 

| do hope you can help me. 

J Balls 
Norfolk 


When choosing a computer you have to 
/ook at the application that the computer is 
to be put to. In your case, the type of com- 
puter you want is a large memory general 
purpose home computer with a proper 
keyboard that there are plenty of games in 
magazines for you to type in. 

/ would recommend that you ‘cut your 
losses’ with the Sharp as this is not really 
suited for your kind of purpose. | think a 
Commodore 64 would be much more 
suitable for your needs as this is a much 
better machine, and is currently the best 
selling computer in Britain. Magazines, 
such as Games Computing, print lots of 
programs for this machine but very few 
programs for the Sharp due to its low 
popularity. 


a Gy Fes Sie Sse rn | 
Dear Editor 


Congratulations on such an excellent 
magazine, and many thanks to you for 
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publishing the Oric-1 programs in the May 
issue — thanks are also due to the authors 
(of course). 

In particular, especially to the author of 
‘HiResAlt’ City. That program has given 
me many hours of enjoyment of late. 

The author, | feel, has made on impor- 
tant omission — i.e. a speed level. My 
brothers (all younger) found the game a bit 
too fast to master. To overcome this peo- 
ple interested should include these lines: 


0  CLS:PRINT 
1 PRINT ‘Speed (1-5) ?’’:PRINT’‘1 is 
the hardest’’ 


Q$ >CHR$ (53 ) THEN 2 
SP=(2 »% (VAL(Q$ )) —2) 
25 WAIT SP 


2 GET Q$:IF Q$<CHR$(49) OR 
3 


Now for some help. Can you tell me 
how to avoid an ‘Out of Memory’ error 
whilst playing the 3D-Maze game also 
printed in the same May issue. | own the 
48K Oric. I’ve tried altering HIMEM, but to 
no avail. 

B Kidd 
Gwent 


Thanks for the suggestion about HiResAlt 
City. If anybody else has suggestions 
about games that we have printed don’t 
hesitate to send them in. 

We have no problem with 3D maze on 
our Oric, but some Orics have a bug in the 
‘garbage collection’ routine that causes 
them to run out of memory. Also if you put 
ina GOSUB where there should have been 
a GOTO, you will run out of stack memory 
causing the same error condition. 













Dear Games Computing 
| am writing to tell you how much | enjoy 
your magazine and that | think it is great 
value. 

Since the launch of the Atmos com- 
puter from Oric | have been waiting to see it 
in the shops, but | have not as yet. 
However | was wondering if you could tell 
me when and where the Atmos will be 
available in Scotland. | have written to Oric 
on this matter but all | got back was a col- 
our catalogue. 

Derek Scott 

Renfrewshire 

Scotland 

PS. 1am a VIC 20 owner and | am glad to 
see lots of listings for this machine in your 
mag. Keep it up! 


A spokesman for Oric said ‘‘The nearest 
place to you that has the Atmos is 
Glasgow, which has two Dixons, one 
Comet, and one Laskeys. All of these 
shops sell the computer’’ 


es a 


Dear Games Computing 
| am writing to remind you that your 
magazine is brilliant, full of programs and 
information. The reviews always gives me 
an idea of what the games are like, but the 
thing that baffles me is why you have 
‘Postman Pat’ on your address. 

Thanks for reading. 
Bye.... 
From Martain Scott 
Merseyside 
PS. | owna VIC 20 and | think that your 
magazine and my computer match. 


His name is Pat because that is what we 
call him in the office! 


Have you got any opinions to air, has someone somewhere upset you and 
you want to grizzle and gripe? Or maybe you're full of the joys of spring 
and feel like telling a Peppy stor 


Whatever you want to say, be it good, ba 


? 
or indiflerent drop us a line 


here at Games Computing and get it off your shoulders. 
Send your letters to: 
‘Postman Pat’, Games Computing, 1 Golden Square, London W1. 
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Free entry form in every game purchased 


*only on Gridtrap 64 and Jumpin’ Jack 64. 


St uielye. WMA WHER 64 


We promise you won't be able to turn it off! It’s 
a real skill tester and loads of fun to play! 


Play with the Keyboard or Joystick. Choose 
your own operating keys with our User 
Definable System. Compete with an 
opponent by selecting Two Player Mode... 
Great graphics, super sound effects in the 
Livewire tradition including a selectable Melody 
Mode where the tune is available at the touch 
of a key and Melody On is indicated by a 
quaver graphic. 


Program No. LW04 £8.95 






Clip the coupon and return to Sumlock Microware Dept. GC. 


198 Deansgate, Manchester M3 3NE. 
or Telephone: 061-834 4233 


Please send me the following Software 


screen test and be 










high score competition*__ 


1st Commodore 1541 


2nn Commodore 1520 


3rv Commodore 


Seven runners up will receive the 
latest Pro-Ace Joystick as prizes. 





Not just a game... an Experience! 


IT HAS IT ALL!... EXCITEMENT... 
HUMOUR... STRATEGY 


Jumpin’ Jack leaps into a totally new look for 
the 64 created by Three Dimensional 
Graphics giving Full Perspective to the 
game... PLUS... hosts of features never seen 
before! 


Submerging Turtles — Snakes — Crocodiles — 
Otters — Lady Frog — Dragonfly!!! 


It's Fun tree 
IT’S FROGRIFFIC «xx 


Program No. LW02 £8.95 





















NEVER BEFORE HAS A COMPUTER 
GAME LOOKED SO EXCITING... 


FELT AND PLAYED SO EXCITING... 


Watch astonished as the Triad hurl themselves 
towards your craft in a remorseless battle 
against your intrusion. 


Feel the heat blast of their anti-matter fields. 


Your pulse laser will have to turn white hot 
before this encounter is over... 


Featuring:- 

Anew DIMENSION... 

Into the realm of TOTAL PERSPECTIVE 
GRAPHICS... 


Program No. LW03 £8.95 








| enclose Cheque/P.O. for £ 





To: Name 


inc. P +P U.K. only. | i 





Address 


ea 








RICAN] es 
poscose__ Mees EQ Sz 


Also available from good computer dealers and bookshops nationwide 








7 198 Deansgate, Manchester M3 3NE. 


Telephone: 061-834 4233 
TRADE ENQUIRIES WELCOME 











available is printed on every play. This ob- 
viates the need for commands such as 
LOOK AND INVENTORY that are com- 
monly employed in larger scale adventure 
games. The players input at line 250 is pro- 
cessed in lines 260 to 340 to check 
whether it contains a space, which deter- 
mines branching to procedures which deal 
with one or two word inputs. The game 
ends (line 350) if either the player quits, 
gets killed or ‘wins’ by reaching Holmes. 
Line 360 calls the appropriate finishing 
procedure. The function of the main pro- 
cedures, in order of calling rather than 
listing is as follows: 
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PROCtitle (lines 1230-1310) 
PROCdata (lines 480-650) 


PROCprintobj (lines 2000-2040) 


PROConeword (lines 960-1060) 


PROCgo (lines 1080-1210) 


PROCscore (lines 1620) 





Prints title and initial instructions. 

Sets initial value of flag variables (see below) 
and reads data into the text arrays. 

A short procedure to print out the current list 
of objects carried without splitting words on 
the screen. 

Processes single word inputs. These are most 
commonly compass directions, so these are 
checked for first and PROCgo called if ap- 
propriate. 

When a compass direction is entered this pro- 
cedure checks for a legal exit. If it finds one 
then the new location is computed, otherwise 
an error message is printed. 

Prints current score on request and also final 
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Variables And Arrays 
Used 


Text arrays: VE$ ,OB$ ,D$ ,L$ contain the 
verb and object list vocabularies, the direc- 
tions (exits) permissible in each location 
and the location descriptions. Storing per- 
mitted exits as a string makes it easy to 
open up hidden exits by adding a new letter 
to the list. 

Flag arrays: LOB contains the current 
location number of each object. ‘C’ has an 
entry for each carryable object. ‘A 1’ figure 
1 means that the object is currently being 
carried, otherwise the value is 0. ’TREAS’ 
encodes the treasure status of each ob- 
ject. ‘0’ denotes no treasure value, ‘1’ a 
non-edible treasure and ‘2’ an edible 
treasure. 

Flag variables: LO contains the current 
location number. Other flag variables are 
set at either 1 or 0 according to whether a 
certain condition is true or false (DEAD, 
WIN, ROSE, VAMP, CAT, FALL, TRAP, 
PAD, HO, FP). 


NO Number of objects. 
NCO Number of carryable ob- 
jects. WORDS 
NV Number of verbs. ing. 


HOLMES AND MOR TARTY 
M An adventure game by 
M Jonathan Ev 
EM March 1984 
AEM 
ODE7 PROC It le 
: Tdata 
RINT‘ "Press SPACEBAR to start’ 
X15, 1 

T UNTIL. GET=22 

TET 





INT’ Cf Sig "LOCATION: "3L4 (10) 
INT ‘CHRELSQ; "QRJECTS: "4 
FOR f=1 TO NO 








? “CHR# 134, "EXITS: "5 
FOR I=1 TO LEN (D# (LQ) ) 

PRINT CHR#134;MID#(DE(LO), 1,205 "2 "5 
NEXT I 

PRINT 

FRINT ‘CHR#129; "CARRYING: "5 :L=10 

FOR l=. TO NCO 

IF C¢I)=1 PROCprintob3 

NEXT I 

INFUT’ ' ,WORD# 

ECESSPRINE = 

PA 

FOR I=1 TO LEN (WORD?) 

IF MID#(WORD#,1,1)=" " PARI 

NEXT I 

IF FP%20 FPROCOneword:FROCtest: GOTO 359 
VE=LEFT# (WORDS ,PZ-1) 
W#=RIGHT# (WORD#, LEN (WORD#) ~F'%) 
FROCtwowords: PROCtest 

UNTIL V¥="QUIT" OR DEAD=1 OR WIN=1 
IF WIN=1 FROCwWin ELSE IF DEAD=1 FROCdead ELSE FRO 


END 


290 DEF FROCget 

400 IF WN?NCO FRINT’ "You can’t. ":ENDPROC 

41@ IF V#="DROP" AND CCWN)=@ PRINT’ “You are not carry 
ing the ":W#;:ENDFROC ELSE IF V#="DROF" C (WN) =@:NC=NC~1 
'LOBCWN) =O: ENDPROC 

420 IF ROSE=@ AND WN=1 THEN PRINT’ "You cannot do tha 
t yet. "sENDFROC 2 

430 IF NC}10 PRINT’"You cannot carry any more.":ENDFR 


440 IF LOB(WN)<>LO FPRINT’"I don’t see the ";W#:ENDFRO 


45@ C(WN)=1:LOB (WN) =-1:NC=NC+1 

460 ENDFROC 

47@ : 

480 DEF FPROCdata 

490 ENVELOFE4,4,-1,1,0,20,20,0,126,9,8,-126,126,126 
5Q0 DIA=O 

510 LO=9:CAT1=0: CAT=0: NC=@: DEAD=@: WIN=@: HO=@: NO=26: NC 
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PROCtest (lines 1330 to 1400) 
PROCtwords (lines 670-930) 


PROCget (lines 390-460) 


PROCwin (lines 1480-1550) 


PROCauit (lines 1570-1600) 
PROCdead (lines 1420-1460) 


Unprocessed input str- V 


score when game ends. 

Checks the status of various flags, for exam- 
ple to detect a win or a death. 

This procedure first checks whether the first 
and second words are in its verb and object 
vocabularies respectively. If it fails to find 
either then it prints a ‘do not understand’ 
message and exits. Next, it tests for the 
words GET, TAKE and DROP, calling PRO- 
Cget if one is found. Otherwise, it checks for 
combinations of words that it understands 
and takes appropriate action (printing 
messages, changing flags etc) accordingly. If 
no combination is recognised then the pro- 
cedure ends with the comment ‘You cannot 
do that.’ 

After checking that the current object is able 
to be carried this procedure prints appropriate 
messages and changes flags for getting and 
dropping objects. 

Holmes greets his rescuer and the final score 
is printed. 

Self explanatory. 

Contains appropriate finishing off instruc- 
tions. 


$ Current verb. 
WSs Current object. 


O=17:NV#15:FALL=0: VAMF=1 
520 ROSE=0:FF=0: FAD=@: TRAF=0 
53@ DIR$="UDNEWS" 
540 DIM VE#(NV) ,OB# (NO) ,D#(24) ,LOB(NO) ,C (NCO) , TREAS (N 
CO) ,L# (24) 
55@ FOR I=1 TO NV 
56@ READ VE#(1I):NEXT I 
570 FOR I=1 TO NO:READ OB#(1):NEXT I 
58@ FOR I1=@ TO 24 
590 READ L#(1I),D#(1):NEXT I 
60@ FOR I=1 TO NO 
61@ READ LOB(I):NEXT I 
62@ FOR I=1 TO NCO 
630 READ TREAS(1):C(1) = 
64@ NEXT I 
650 ENDFROC 
66@ : 
67@ DEF PROCtwowords 
68@ LOCAL 1%,K2%,K12%,K2% 
690 EZ=O 2202 K 22420 
70@ FOR [%=1 TO NV 
7i@ IF V#=VE#F(IZ) K1Z=1:VN=1% 
72@ NEXT 1% 
73@ FOR I%=1 TO NO 
740 LF WE=OBF(1%) K2%Z=12WN=1% 
750 NEXT I% 
760 IF Ki%=0 OR K2%4=0 PRINT’ "I do mot understand you. 
": ENDPROC 
770 IF V#="GET" OR V#="TAKE" OR V#="DROF" FROCget: END 
PROC 
780 IF V#="WAVE" AND W#="CRUCIFIX" AND VAMF'=1 AND LO 
=1@ SOUND1,4,220,254:PRINT’ "You wave the crucifix. Ther 
eis "‘"a dreadful screeching noise. ": VAMF=0: ENDPROC 
790 IF V#="PICkK" AND W$="ROSE" ANDLO=19 AND ROSE=@ FR 
INT‘’"You pick the rose.":ROSE=1:ENDFROC 
80@ IF V#="DRINE" AND W#="WINE" ANDC(1@)=1 PRINT’ "Yo 
uo drink the wine. It gives you the "‘"strength to climb 
out. ":C (WN) =@: LOB (WN) =~-1:D# (LO) =D# (LO) +"U"s ENDPROC 
810 IF V#="CUT" AND W$="PADLOCE" AND LO=4 AND C(14)=1 
AND PAD=@ PRINT’ "You cut the padlock with the hacksaw. 
"“"The shed door is now open to the west. ":D#(LO)=D# (LO 
)+"W":PAD=1:ENDPROC 
820 IF V¥="CUT" AND W#="FADLOCE" AND FAD=1 FRINT’' The 
padlock is already cut. ":ENDFROC 
820 IF V#¥="READ" AND W#="NOTE” AND CClf)=1 PRINT’ "The 
note says that Holmes is hidden "'"in a secret cellar 
in the house. ":ENDFROC 
840 IF V#="0FEN" AND W#="TRAF DOOR" AND C(13)=1 AND LO 
BK(19)=16 AND TRAP=@ THEN PRINT’ "You open the trapdoor .w 
ith the crowbar.":TRAF=1::D#(LO)=D#(LO)+"D" ss ENDPROC 
850 IF WN*17 GOTO 86@ ELSE IF V¥="EAT" AND CCWN) 
RINT‘"You are not carrying the "“;WF:ENDPROC ELSE I ba 
"EQT" AND TREAS(WN)=2 THEN FRINT’ "You eat the "swe:C CW 
N)=@:ENDPROC ELSE IF V#="EAT" PRINT‘ "You cannot be seri 
ous! ":ENDFPROC 
BoO LF VE="FEED" AND -We="CAT" AND CAT=1 AND C 
HEN FRINT’'The cat eats the herring. he re By e t 
Ss out a hacksaw and runs away." B14 O:CAT=@:0 (Cl ld= 
@: NC=NC—1: ENDPROC 
ew or SMASH" AND We="STATUE" AND C(7)=1 AND Lt = 
14 AND LOE -1 PRINT’ "You break the atue with 
ammer. A" "sovereign falls to the ground. ":LOBC3) =Lt 
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HOLMES & 
MORIARTY 


DF ROC 

680 IF V#="UNLOCK" AND W#="CHEST" AND LO=1@ AND Cii7) 
=1 PRINT’ "You unlock the chest with the key." "There is 
a spygqlass inside. ":LOB(14)=LO: ENDPROC 

890 IF V#="ENTER" AND W#="HOUSE" AND LO=9 AND HO=@ FO 
R L=-15 TO -8:SOUND@,L,5,1.5:NEXT L: PRINT’ "You enter t 
he house. The door locks "‘"behind you. ":lO=8:HO=1:ENDF 
ROC 

900 IF V#="ENTER" AND W#="FIREPLACE" AND LO=235 AND FF 
=Q@ PRINT’ "You enter the fireplace. There is a "‘'"secret 
tunnel leading east to the" "vegetable garden":D#(L0)= 
D# (LO) +"E": D#$ (24) =D# (24) +"W": FP=1: ENDFROC 

910 IF V#="ENTER" AND W#="FIREFLACE" AND LO=23 AND FF 
=1 PRINT’ "The secret tunnel leads east.":ENDFPROC 

920 IF V#="LIFT" AND W="CARFET" AND LO=16 AND LOB(25 
)=16 THEN PRINT’"You lift the carpet.":LOB(19)=LO:LOB(2 
5) =-1: ENDPROC 

9320 PRINT’"You cannot do that." 

94@ ENDFROC 

950 : 

96@ DEF FROConeword 

970 K%=Q :V#F=WORDS 

98@ FOR I%=1 TO 6 

990 IF V#=MID#(DIR#,12%, 1) K“=1 

1200 NEXT I% 

1019 IF Kk%=1 FPROCgo: ENDFROC 

1020 IF V#="HELP" PRINT‘ "You must enter one or two wo 
rds. To"’"move to a new location type Ulup),"'"Didown), 
Ninorth) ,S (south) ,E(east),"‘"or Wlwest). To give up typ 
e ‘QUIT’."’"To check score type ‘SCORE’. ":ENDFROC 

1030 IF V#="QUIT" ENDFROC 

1040 IF V#="SCORE" FROCscore :ENDPROC 

1050 PRINT’"I do not understand you." 

1060 ENDPROC 

1070 : 

1080 DEF FROCgo 

109@ LOCAL I%,NZ,K% 

1190 K%=0:NZ=LEN (D# (LO> ) 

1110 FOR I%=1 TO N% 

1120 IF V#=MID#(D#(LO) ,1%,1) EX=1 

1130 NEXT I% 

1140 IF K%=0 FPRINT’"There is no way to go in that "‘"d 
irection. ":ENDPROC 

115@ IF V#="U" AND LO=1 V$="E" ELSE IF V#="U" Ve="W" 











116@ IF V#="D" AND LO=2 V#="W" ELSE IF V#="D" Ve="E" 


1170 IF V#="E" LO=LO+1 

1180 IF V#="W" LO=LO-1 

1190 IF V#="N" LO=LO+5 

1200 IF V#="S" LO=LO+5 

1210 ENDPROC 

D220: 

1230 DEF PROCtitle 

1240 PRINT CHR#141; CHR#129; CHR#157; CHR#130; " 

S$ AND MORIARTY" 

1250 PRINT CHR#141; CHR#129; CHR#157; CHR#130; " 
S AND MORTARTY" 

1260 PRINT TAB(15,3);CHR#131; "By" 

1270 PRINT TAB(1@,5) ;CHR#131; "Jonathan Evans" 

1280 FRINT’’’"Sherlock Holmes has been captured by"'"t 
he evil Professor Moriarty and hidden" ’"somewhere in hi 
$s house or grounds."’"As his faithful friend Dr Watson, 

you" "must try to rescue him, collecting" 

1290 PRINT"any useful or valuable objects you come" 
cross on your way." 

1300 PRINT’"You have climbed over the wall into" ’"Frot 
essor Moriarty’s front garden."‘"If you need help type 
RE 

131@ ENDFPROC 

1320 : 

1330 DEF PROCtest 

1340 IF LO=1 AND FALL=@ THEN FOR L =15@ TO S@ STEP -5S 
:SOQUND1,-15,L,1:NEXT L:PRINT’ "You have fallen into the 
wine cellar"‘"from which there is no apparent exit. ":FA 
LL=1 

35@ IF °LO=17 WIN=i: ENDFROC 

136@ IF LO=15 AND VAMP=i DEAD=1:ENDFROC 

1370 IF LO=15 AND CAT1=@ THEN CAT=i:CATi=1 

138@ IF CAT=1 PRINT‘’"There is a cat following you." 


a 
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1290 IF LO=19 AND VAMFP=1 PRINT’ "Vampire bats are circ 
ling to the south." 

1400 ENDFROC 

1410 : 

1420 DEF FROCdead 

1430 PRINT‘’"You are attacked by vampire bats 
lled." 

1440 FOR L=i TO 5:SOUND@,-15,5,1@:FORL1=1 TO RND(SO): 
NEXT LisNEXT L 

1450 PROCscore 

1460 ENDFROC 


"and ki 


1470 :. 

1480 DEF FROCwin 

1490 PRINT ‘CHR#141; CHR#1233; CHR#1363 SPC (6) 3"! ! | CONGRAT 
ULATIONS!!!" 

1500 PRINTCHR#141;CHR#1333CHR#136;S5FC(46) 3"! ! !CONGRATU 
LATIONS!) 

1510 PRINT’’’"You have found Sherlock Holmes and" "re 
scued him. He says, Besides the" "obvious facts that yo 
u have survived" ’ "the vampire bats, extracted the hacks 


aw" "from the herring, walked through the " 

1520 PRINT"drawing room fireplace and entered the"’"ga 
rden shed I can deduce nothing.‘" 

1530 FOR L=50 TO 200 STEP 5:SOUND1,~15,L,1:NEXT L 
1540 PROCscore 

1550 ENDFROC 

156@ : 

1570 DEF PROCquit 

1580 PRINT’"Giving up already, eh? No stamina.” 

1590 PROCscore 

1690 ENDFROC 

1610 : 

1620 DEF FROCscore: SCORE=0 

163@ FOR I=1 TO NCO 

1640 IF C(I)=1 AND TREAS(I) *@ SCORE=SCORE+10@ 

1650 NEXT I 

1660 IF WIN=1 SCORE=SCORE+60 

1670 PRINT’ "You have scored ";SCORE;" out of 159." 

1680 ENDFROC 

1690 : 

17@@ DATA PICK,DRINK,CUT,READ,OFEN,EAT,FEED,SMASH, UNLO 
CK,ENTER,LIFT,GET, TAKE, DROP, WAVE 

1710 DATA ROSE, TOBACCO, DEERSTALKER, CHEESE , SOVEREIGN,CR 
UCIFIX,HAMMER, VIOLIN, TOMATOES, WINE, HERRING, NOTE, CROWBAR 
, SPYGLASS , DECANTER, HACKSAW, KEY ,FADLOCK., TRAFDOOR,CAT,STA 
TUE, CHEST , F IREF'LACE , HOUSE , CARFET , SHED 

1720 DATA Butler’s Room,S 

173@ DATA Wine cellar,"" 

1740 DATA Kitchen,DS 

175@ DATA Inside the shed,E 

1760 DATA Patio,S 

177@ DATA Long Gallery,NSD 

1780 DATA Spiral Staircase,UE 

1792 DATA Great Hallway,NSEW 

18@@ DATA Lobby,W 

181@ DATA Lawn in front of house,NS 

1820 DATA Dressing room,NSE 

1830 DATA Boudoir ,W 

1840 DATA Dining room,NE 

185@ DATA Morning room,Ws 

1860 DATA Ornamental pond,Ns 

1872 DATA Moriarty’s room,N 

1882 DATA Study,S 

1892 DATA Hidden Cellar ,U 

1902 DATA Narrow Passageway,NS 

1910 DATA Rose Garden,NS 

1920 DATA Chapel ,E 

193@ DATA Oak panelled library,NWE 

1949 DATA Music Room,EW 

195@ DATA Drawing room,NW 

194M DATA Vegetable garden,N 

197@ DATA 19,@,11,12,-1,20,18,22,294,1,2,3,35,-i1,1,-1,21 
»4,-1,-1,14,18,23,-1,16,4 

1980 DATA 1,1,1,2,1,0,0,1,2,0,0,0,0,1,1,0,8 

1990 : 

2000 DEF FROCprintobi 

2010 LE=LEN(OBF(1))+2 

2020 L=L+LE:IF L239 THEN FPRINT:L=LE 
2030 PRINT CHR¥129;OBF(1)3"2"5 
2040 ENDPROC 
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SINCLAIR ZX-SPECTRUM Oric BBC 

Software House Game RRP Our Price Software House Game RRP Our Price Software House Game RRP Our Price 
Micromega Code Name Mat 6.95 5,35 Martech Scuba Dive 6.95 5.95 Amcom/Pace Fortress (Cass) 8.95 8.95 
New Generation Trashman 5.95 4.75 Martech Starfighter 6.95 5,95 Alligata Dambusters 7.95 6.95 
Interstella Defenda 5.95 4.75 Martech Harrier Attack 6.95 5.95 MRM Q-Man’s Brother 5.90 5.10 
PSS Blade Alley 5.95 4.75 JK Zorgon’s Revenge 8.50 7.50 Gemini Liberator 9.95 8.95 
Hewson 3-D Luna Attack 5.95 475 JK Xenon-1 8.50 7,50 

Ultimate Atic Atac 5.50 5.00 Ocean Mr. Wimpey 6.90 5.90 Gemini Missile Control 9.95 8.95 
Ultimate Lunar Jetman 5.50 5.00 Ocean Hunchback 6.90 5.90 Alligata Eagle Empire 7.95 6.95 
Ultimate Trans Am 5.50 5.00 Softek Dracula's Revenge 6.95 6.10 Alligata Bug Blaster 7.95 6.95 
Ultimate Cookie 5.50 5.00 Softek Super Meteors 6.95 6.10 Opus Supplies Amaze in Space 9.95 8.95 
Ultimate Pssst 5.50 5.00 Softek Ice Giant 6.95 6.10 Opus Supplies Dogfight 9.95 8.95 
Ultimate Jet Pac 5.50 5.00 Softek Acheron’s Rage 6.95 6.10 Psion Saloon Sally 5.95 5.10 
Software Projects Jet Set Willy 5.95 5.95 Mclothlorien Two Gun Turtle 6.95 5.95 Supior Hunchback 6.90 5.90 
Software Projects Manic Miner 5.95 5.00 Level 9 Colossal Adventure 9.95 8.95 Quicksilva Wizard 6.95 5.95 
Software Projects Tribble Trubble 5.95 5.00 Level 9 Snowball 9.95 8.95 Quicksilva Protector 7.95 6.95 
Software Projects Orion 5.95 5.00 Melbourne House Hobbit 14.95 12.95 A& F Software Chuckie Egg 7.90 6.95 
Software Projects Ometron 5.95 5.00 A & F Software Cylon Attack 7.90 6.95 
Software Projects Push Off 5.95 5.00 Commodore 64 Software Invasion Vortex 7.95 6.95 
Software Projects Thrusta 5.95 5.00 Software House Game RRP Our Price Software Invasion 3-D Bomb Alley 7.95 6.95 
Digital Fighter Pilot 7.95 6.35 cos Colossus Chess (cass) 9,95 8.95 Software Invasion Gunsmoke 7.95 6.95 
Digital Night Gunner 6.95 5.70 Alligata Killerwatt 7.95 6.95 Software Invasion Attack on Alpha Centauri 7.95 6.95 
Richard Wilcox Blue Thunder 5.95 5.00 Terminal Plumb Crazy 7.95 6.95 MRM Q-Man 5.90 5.10 
CRL Glug Glug 5.95 475 Anirog Space Pilot 7.95 6.95 MRM Guy in the Hat 5.90 5.10 
Quicksitva Snowman 6.95 6.00 Incentive Splat 6.50 5.50 MRM 3-D Munchee 5.90 5.10 
Quicksilva Fred 6.95 6.00 Coming Martech Harrier Attack 6.95 5.95 Doctorsoft Gorf 7.95 6.95 
Quicksilva Traxx 6.95 6.00 Supersoft Stix 6.95 7.95 Software Projects Legion 7.95 6.95 
Quicksilva Lazerzone 6.95 6.00 Supersoft 3-D Glooper 8.95 1.95 Micro-Byte 3-D Space Ranger 7.95 6.95 
Quicksilva 3-D Ant Attack 6.95 6.00 Visions Snooker 8.95 7.95 Softspot Transistors Revenge 7.95 6.95 
Quicksilva Bugaboo 6.95 6.00 Big G Zylogon 6.95 5.95 Softspot Heist 7.95 6.95 
Quicksilva Aquaplane 6.95 6.00 Big G Megahawk 6.95 5.95 Visions Snooker 8.95 7.95 
Quicksilva Timegate 6.95 6.00 Martech Scuba Dive 6.95 5.95 Visions Dare Devil Dennis 8.95 7.95 
cDS Spectrum Safari 5.95 5.00 Lamasoft Heligate 5.00 4.75 Imagine Pedro 3.95 3.95 
cos Magic Meanies 5.95 5.00 Lamasoft Gridrunner 5,00 4.75 H. Soft Penguin 7.95 6.95 
cos Time Bomb 5.95 5.00 Uamasoft Hower Bovver 7.50 6.50 Adventure INT Millionaire (££) 6.50 5.50 
Timescape Wild West Hero 5.95 5.00 Llamasoft Attack of Mutant Camels 7.50 6.50 Adventure INT Pirate Adventure 9.95 8.95 
Ocean Eskimo Eddie 5.95 5.00 Llamasoft Lazer Zone 1.50 6.50 Adventure INT Secret Mission 9.95 8.95 
Ocean Pogo 5.95 5.00 Llamasoft Matrix 7.50 6.50 Adventure INT Voodoo Castle 9.95 8.95 
Ocean Mr. Wimpey 6.90 5.90 Quicksilva Bugaboo 1.95 6.95 Adventure INT Adventureland 9.95 8.95 
Ocean Kong 5.95 5,00 Quicksilva Sting 64 7.95 6.95 Level 9 Colossal 9.90 8.90 
Ocean Hunchback 6.90 6.00 Quicksilva Purple Turtles 7.95 6.95 Level 9 Snowball 9.90 8.90 
Melbourne House Penetrator 6.95 6.00 Quicksilva Quintic Warrior 7.95 6.95 Level 9 Lords of Time 9.90 8.90 
Abbex Krakatoa 5.95 5.00 Quicksilva Aquaplane 7.85 6.95 DK Tronics Dictator 6.95 5.95 
Crystal Rommel's Revenge 6.50 5.40 Ocean Chinese Juggler 6.90 5.90 Red Shift Apocalypse 9.95 8.95 
Crystal Invasion of Bodysnatchas 6.50 5.90 Ocean Hunchback 64 6.90 5.90 Melbourne House Hobbit 14.95 12.95 
Crystal Hall of the Things 7.50 6.20 Ocean Mr. Wimpey 64 6.90 5.90 Bug Byte Twin Kingdom Valley 9.50 9.50 
New Generation Knot in 3-D 5.95 4.95 Anirog 3D Time Trek (Turbo Load) = 5.95 5.10 Doctorsoft 747 Flight Simulation 8.95 7.95 
New Generation 3. Tunnel 5.95 4.95 Anirog Kong 7.95 6.95 

AG F Software Chuckie Egg 6.90 5.90 Anirog Skramble (Turbo Load) 7.95 6.95 Commodore VIC-20 

Anirog Missile Defence 5.95 4.95 Anirog Moon Buggy (Turbo Load) = 7.95 6.95 Software House Game RRP Our Price 
Psion Chequered Flag 6.95 6.70 Anirog H-Expert (Turbo Load) 7.95 6.95 Micro Antics Chariot Race 6.95 5.95 
Psion Hungry Horace 5.95 5.50 Anirog Cosmic Commando 5.95 5.10 Terminal Pinball Wizard 6.95 5.95 
Psion Horace & the Spiders 5.95 5.70 Anirog Indian Attack (Turbo Load) 5.95 5.10 Audiogenic Bonzo 7.95 6.95 
Psion Horace Goes Skiing 5.95 5.70 Terminal Star Commando 7.95 6.95 Llamasott Hellgate 6.00 5.40 
Spectresoft Strike Four 7.95 6.70 Bubble Bus Flying Feathers 6.99 5.95 Llamasoft Metagalactic Llamas 6.00 5.40 
Fantasy Pyramid 5.50 5.10 Bubble Bus Widow's Revenge 6.99 5.95 Lamasoft Matrix 6.00 5.40 
Fantasy Doomsday Castle 6.50 5.10 Bubble Bus Exterminator 6.99 5.95 Uamasoft Gridrunner 6.00 5.40 
DK-Tronics Startrek 3000 4.95 4.50 Bubble Bus Hustler 6.99 5.95 Llamasoft Lazer Zone 6.00 5.40 
Martech Harrier Attack 5.95 5.00 Software Projects Dinky Doo 7.95 6.95 Voyager Mower Mania 5.99 5.10 
Martech Scuba Dive 6.95 5.95 Software Projects Manic Miner 7.95 6.95 Melbourne House Cosmonauts 5.95 5.10 
Martech Jungle Trouble 5.50 475 Software Projects Crazy Balloons 7.95 6.95 Melbourne House Wizard and the Princess 5.95 5.10 
Micromega Deathchase 6.95 5.35 Taskset Super Pipeline 6.90 5.90 Software Projects Space Joust 5.95 5.10 
Micromega Haunted Hedges 6.95 5.35 Taskset Jammin 6.90 5.90 Ultimate Jet Pac 5.50 5.10 
Softek Microbot 5.95 5.35 PSS Neoclypse 7.95 6.95 Interceptor Micros Crazy Kong 6.00 5.10 
Hewson 3.0 Seidabb Attack 5.95 4.75 PSS Metroblitz 7.95 6.95 Interceptor Micros Falcon Fighter 6.00 5.10 
Microsphere Wheelie 5.95 5.00 PSS Crystals of Zong 7.95 6.95 Quicksilva Skyhawk 7.95 6.95 
Vortex Android Two 5.95 415 Alligata Blagger 7.95 6.95 Quicksilva Tornado 5.95 5.40 
Artic Bear Bower 6.95 5.60 Alligata Bat Attack 7.95 6.95 Imagine Arcadia 3.95 3.95 
Games Machine Skull 6.95 5.60 Alligata Squashafrog 7.95 6.95 Imagine Bewitched 3.95 3.95 
Bug-Byte Cavern Fighter 5.95 5.00 Audiogenic Motor Mania 8.95 7.95 Terminal Skramble 6.95 5.95 
DUL Froggy 5.95 475 Sottek Ugh 7.95 6.95 Anirog Dark Dungeons 5.95 5.40 
Artic 3.0 Combat Zone 5.95 5.00 Sottek Zoids 7.95 6.95 Anirog Star Defence 7.95 6.95 
Incentive 1984 5.50 4.15 Imagine Pedro 3.95 375 Anirog Fire Galaxy 7.95 6.95 
Incentive Millionaire (££) 5.50 5.00 OK Tronics Speed Duel 5.95 4.95 Anirog Battlefield 5.95 495 
Incentive Temple of Vran 5.50 5.00 DK Tronics 3D Tanx 6.95 5.95 Anirog Kong 5.95 4.95 
Incentive Mountain of Ket 5.50 4.75 Spectresoft Mission OM 7.95 6.95 Martech Quest of Merravid 7.95 6.95 
Quicksilva Dragonsbane 6.95 6.10 Spectresoft Crisis Countdown 7.95 6.95 Visions Snooker 8.95 7.95 
Red Shift Rebel Star Raider 9.95 8.95 CRL Derby Day 6.95 5.95 MMS Practical 29.95 25.00 
Red Shift Apocalypse 9.95 8.95 Interceptor Wheelin Wally 7.00 6.00 

Red Shift Nebular 6.95 5.95 Interceptor Burger Time 7.00 6.00 Dragon-32 ' 
Protek Hunter Killer 7.95 6.95 Interceptor Missile Command 7.00 6.00 Software House Game RRP Our Price 
Legend Valhalla 14.95 12.50 Interceptor Get Off My Garden 7.00 6.00 Beyond Kreigspiel 6.95 5.95 
Melbourne House Hobbit 14.95 12,50 Interceptor China Miner 7.00 6.00 Imagine Pedro 3.95 3.95 
Melbourne House Classic Adventure 6.95 5.95 Interceptor Defenda 7.00 6.00 Melbourne House Hungry Horace 5.95 5.30 
Addictive Games Football Manager 6.95 5.95 Interceptor Panic 64 7.00 6.00 Softek Ugh 8,95 7.95 
Mikrogen Mad Martha It 6.95 5.95 Interceptor Spriteman 7.00 6.00 Imagine Leggit 3.95 3.95 
Level 9 Snowball 9,90 8.90 Interceptor Cuddly Q-Bert 7.00 6.00 Beyond Up Periscope 6.95 5.95 
Level 9 Colossal Adventure 9.90 8.90 Interceptor Siren City 7.00 6.00 Cable Software Trace Race 8.75 115 
Level 9 Lords of Time 9.90 8.90 Interceptor Vortex Raider 7.00 6.00 J. Morrison Micros Maurice Minor 6.95 5.95 
Crystal Dungeon Master 7.50 6.10 Alligata ‘Aztec Tomb 7,95 6.95 J. Morrison Micros Bonka 6.95 5.95 
Hewson Nightflite II 7.95 6.95 Melbourne House Hobbit 64 14.95 12.95 J.Mortison Micros Chess 735 6.95 
Doric Oracle's Cave 7.95 6.95 Martech Quest of Merravid 7.95 6.95 Richard Shepherd Transylvanian Tower 6.50 5.50 
Richard Shepherd Transylvanian Tower 6.50 §.25 Level 9 Lords of Time 9.95 8.95 

Richard Shepherd Urban Upstart 6.50 §.25 Level 9 Snowball 9.95 8.95 Sinclair ZX-81. 

Microgame Battle of Britain 5.95 4.75 Level 9 Colossal Adventure 9.95 8.95 Software House Game RRP Our Price 
Micromart Strike Attack II 6.95 5.95 DK Tronics Dictator 64 5.95 4,95 Software Farm 49-ER 5.95 5.00 
Mclothlorien Johnny Reb 5.50 4.95 Bug Byte Twin Kingdom Valley 9.50 8.50 New Generation 3-0 Monster Maze 4.95 4.50 
Mclothlorien Red Baron 5.95 4.15 Interceptor Heros of Karn 7.00 6.00 New Generation 3-D Defender 4.95 4.50 
Mclothlorien Confrontation 7.95 6.95 Interceptor Tokens of Ghall 7.00 6.00 Quicksilva 3-D Blackstar 4.95 4.65 
Psion Flight Simulation 7.95 7.50 Quicksilva Ultisynth 14.95 12.95 Quicksilva Damper + Glooper 4.95 4.65 
Psion Scrabble 15.95 14.50 Richard Shepherd Super Spy 6.50 5.50 Quicksilva QS Asteroids 3.95 3.95 
Phipps The Forest 9.95 8.95 Richard Shepherd Everest 6.50 5.50 Quicksilva Galaxians/Gloops 4.95 4.65 
Ocean Royal Birkdale 6.90 5,95 Richard Shepherd Ship of the Line 6.50 5.50 Quicksilva QS Invaders 3,95 3.75 
Mr. Chip Darts 5.95 5,00 Richard Shepherd Transylvanian Tower 6.50 5.50 Quicksilva QS Scramble 3.95 3.75 
cos Pool 5.95 5.00 Cosmi Forbidden Forest 6.95 7.95 Quicksilva Munchees 3.95 3.75 
Visions Snooker 8.95 1.95 Cosmi Aztec Challenge 8.95 7.95 CRL * Hi-Res Graphics Kit 5.95 4,95 
CP Software Superchess III 8.95 7.95 Microprose Solo Flight 14.95 12.95 Steven Hartley Sea Wolf 9.95 3.75 
All prices include Post & Packing, & VAT. Cheques & Postal Orders made payable to Voce Video. 

Please send s.a.e. for list of the many other games we stock at discount prices for most popular computers. £.&O.E. 
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When Virgin Games’ leader Nick Alex- 
ander finds time off from working on the 
brand new Virgin venture into Atlantic air 
crossings he takes stock of the current 
software game only to see gloom and 
despondency for everyone involved. 

And if you're thinking, ‘hang ona sec, 
whatever happened to the Great-Home- 
Computer-Software-Boom that turned 
poor programmers into millionaires virtual- 
ly overnight’ ?, Nick will be more than hap- 
py to tell you. 

According to Nick, and fellow software 
manufacturers, this year and possibly next 
will see the downfall of many software 
producers, including some well establish- 
ed household names. 

Since Christmas, when software firms 
went on a spend, spend, spend spree in 
publicity and advertising, the bottom has 
all but fallen out of the market. It sounds 
like drastic stuff but Nick is sure that things 
will get worse before they begin to get 
better. 

And he blames the sudden downturn in 
sales on mainly two things. First, 
widespread software piracy and second, 
fewer large orders from retailers. 

We all know that software has been 
copied from commercially available games 
for years. But now the problem is 
significantly worse ‘bearing in mind that it 
is very awkward to guage’ said Nick. He 
reckons that firms producing software 
have underestimated the market and 
forgot that there would be loads of com- 
puters around which makes copying 
easier. ‘It’s all right when only one kidin the 
class owns a computer, be it a Spectrum of 
whatever, because obviously tape copy- 
ing cannot take place. But when you get 
20 kids with the same computer copying is 
bound to happen.’ And he agrees that 
most of you don’t get huge amounts of 
pocket money each week and that some 
programs are relatively expensive to buy. 
So he feels he can’t really blame you for co- 
pying games. 


On a serious note... 
But Nick is also chairman of the Guild of 


Software Houses which was set up to be 
the ‘voice’ of software firms. It’s when he 
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dons his chairman’s hat that he feels 
something must be done about software 
piracy. In fact the Guild (or GOSH as it’s 
otherwise known) feels so strongly about 
the matter that it has recently set upa team 
to investigate practical ways of tackling 
the problem. 

One of the solutions to the problem is to 
start a fund specially to pay for legal costs 
in any court actions involving breach of 
copyright. ‘In the video business £1 million 
a year is spent on dealing with piracy and 
we would be pleased to have £100,000 
to spend on it.’ he said. 

It sounds like a lot of cash to raise. Yet it 
will all come from member companies to 
GOSH who will be asked to donate a sum 
according to some sort of turnover related 
fee structure. However, it’s not all plain 
sailing because of the financial difficulties 
many software firms are currently suffer- 
ing. To start with it costs firms £500 a 
year to join GOSH and piracy fund dona- 
tions could run into thousands. So those 
firms whose financiers are getting anxious 
about ever seeing their money again might 
be a little reluctant to loan more for 
something which will not reap immediate 
financial rewards. So the message is: 
DON’T COPY SOFTWARE, you will be the 
ultimate losers. 

But back to reasons for fewer sales. Ac- 
cording to Nick, during 1983 many new 
retail outlets opened up taking enormous 
stocks of programs. Everyone thought 
‘whoopee!’ and projected similar 
orders/sales for 1984. Unfortunately that 
didn’t happen. So far this year very few 
new retail shops selling software have 
opened. The stocks ordered by last years’ 
new shops is largely still there today and 
the retailers are not now ordering in such 
big quantities. So software firms’ big 
spend, spend, spend has had to stop — or 
the firms will go out of business or sell out. 
For example, Nick says Virgin is currently 
talking to no less than five firms with 
regard to buying them out. He wouldn’t 
say who they were. 


Future Fortunes 


However bleak the forecast Nick is not los- 
ing too much sleep over it yet. He’s been in 
business for a long time and has seen the 
same pattern of events in both the record 
and video markets. ‘Luckily Virgin Games 
has a lot of financial backing from the 
Virgin Group so we should be able to sit it 
out, although | don’t think we'll be making 
much of a profit this year. And | fear that 
the survivors will be those firms who can 
persuade their financiers that if they sit 
tight and ride the storm they will see 


Head of games software firm Virgin 
Nick Alexander spells out a dismal 
time for those involve 

in the industry 












rewards in the end.’ At least he can see a 


" light at the end of the tunnel. 


What does this mean for Virgin Games 
products? Even if firms cut back on 
overheads, like publicity, advertising and 
extravagant product launches they willstill 
have to pay all the staff to keep present 
products coming out. 

When Virgin Games first started chart- 
ing its software course the firm’s policy 
was to launch a wide range of titles across 
several different machines every six 
weeks. This, of course, proved to be an ex- 
pensive exercise despite quickly building 
up a good range of programs. Nick has 
decided that in order to survive the storm 
Virgin Games will have to cut their 
overheads by reducing advertising and, 
more importantly for you, they will have to 
reduce the number of new games releases 
over the next few months. ‘In July and 
August we will reduce the number of new 
titles every six weeks but in September we 
hope to start increasing them again.’ said 
Nick. 

In the meantime Virgin is taking the op- 
portunity to recruit new programmers who 
will work in-house rather than employ con- 
tract programmers and use unsolicited 
contributions as was Virgin’s original 
policy. They are to start working on the fo- 
rth coming range of Virgin games with wh- 
ich the company hopes will stun the softw 
are world come the autumn. 


Flying High 


And on top of coping with the gloom and 
despondency of the software business 
Nick is currently spending about 80% of 
his time working with Richard- 
entrepreneur-extraordinaire-Branson on 
the forthcoming new airline launched by 
the Virgin Group. Nick’s job with Virgin 
Atlantic is marketing director which means 
it’s down to him to organise a million and 
one things in preparation for the launch. 
Like briefing designers to work on the ex- 
terior and interior of the aeroplanes, finding 
the most economical range of equipment 
to install in them, arranging the catering for 
the flights, drawing up a design for the 
flight tickets and ensuring everything com- 
plies to the very stringent rules and regula- 
tions laid down by the aviation authorities. 

‘At the moment | find | have about one 
hour spare every day — and in that | get 
time to eat supper’, said the slightly weary 
Nick. Is it any wonder he says he’s feeling 
‘rather frazzled at the edges’? But luckily 
Nick Alexander is the sort of person who 
always bounces back — and when | left 
him he quite happily zoomed off in his 
bright red BMW towards the next major 
headache awaiting him, be it from Virgin 
Games or Virgin Atlantic. 
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ANSWERS 


1. INTERSTELLAR INTERFERENCE 

Its time to tune in and drop out. The 
numbers are the positions on your radio 
wave band where you would be able to 
receive Radios 1, 2,3 and 4. The first set 
of numbers is kHz, the second, metres. 


2. AN AMAZING FEET? 

Cyril was able to get into bed before the 
room went dark because he went to bed in 
the daytime. No fool our Cyril. How about 
you? 


3. DRINKING UP TIME 

Steve O’Marvin arrived home on the last 
stroke of midnight. The clock, of course, 
had already struck eleven times before he 
entered the house. By the time he had 
sobered up enough to work out what time 
it was, the last strike was the chime of one- 
thirty. 


4. RECURRING THEME 

The numbers are all decimal expressions of 
fractions: 

138,146,149, 1/12. The next number is 
- 066666666666 or 1/15. 


5. FRNT PGE STRY 

JACK SPRAT COLD EAT NO FAT 
SAHARA CARAVAN ATTACK 
ONASSIS AMASSES SENSELESS 
POSSESSIONS 


6. MAN THE BOATS! 

The answer to the sum is 505 — which is 
rather boring unless you do it on a 
calculator where it looks like SOS (Big deal, 
eh?) 





7. ONCE IS NOT ENOUGH 

The first word has one anagram — once 
the second, two —mars, arms 

the third, three — team, tame, meat 

the fourth, four — tens, nets, sten, nest 
the fifth, five — opts, spot, stop, pots tops 
There will be a small prize for anyone sen- 
ding in a four letter word with six anagrams 
— preferably clean and English. And a 
marginally better prize for seven. 


8. IS ANYBODY THERE? 
The opposite of ‘‘Not in’’ is ‘‘In’’. You 
didn’t really say ‘‘Out’’ did you? 


9. POINTS OF ORDER 

The numbers are the degrees in each angle 
of a series of polygons: triangle, square, 
pentagon, hexagon, heptagon, octagon. 
Just when you thought schooldays were 
over! 


10. THE SPACEJOCK’S TRAP 

It's really very simple isn’t it? Mung 
declared that the last ship back would be 
the winner — the crews were irrelevant. 
The race became a real race after the 
crews decided to simply switch ships and 
try and beat their own star-race back. 





11. MEN ONLY... 
All the names of the scientists and inven- 
tors listed below can be found in the grid 
using the reference points: 


Al GUTENBERG 
A6 BOYLE 

F7 CURIE 

D1 ARCHIMEDES 
AS NEWTON 


Gi2 FARADAY 
N3 DAGVERRE 
F10  ~=KELVIN 

A6 BELL 

A15 LEONARDO DA VINCI 
Bi TSAI LUN 
E11 GALILEO 
F6 EUCLID 
D11 WATT 

12 WRIGHT 
N15 COPERNICUS 
M2 FRANKLIN 
J4 DAVY 

H12 BABBAGE 
N4 BAIRD 

C13 EDISON 

01 ARISTOTLE 
J2 VOLTA 

K1 TESLA 

B2 RENO 

G6 RUTHERFORD 
Ci2 DARWIN 
L14. HENRY 

L11. MACH 

B6 OHM 

E13) SCOT 

H4 MAREY 
M11 FUNK 

D10 NOBEL 
A14 PASTEUR 
H6 HOYLE 
013) MENDEL 


The remaining letters spell: ALBERT EIN- 
STEIN E EQUALS M C SQUARED 
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From your local dealer 
or direct from Arcadia Software 
7 days delivery for in stock items. 


(RRA eae eee 
Please send me one PASTA BLASTA 
Thave enclosed cheque/P.O. for £5.50 inclusive. 





address 





¢ post code Signed 
- See EA 


UVEVMbOLh 


FT 
FREEPOST, SWANSEA, SA3 4ZZ 


Excellent dealer discounts available 
Arcadia Software, 4, Sunningdale Avenue, Swansea, SA3 5HP 








If you thought that Manic Miner was good 
then you will think that ‘‘The Adventures 


of Pat the Postman’’ is absolutely fan-— 


tastic. 

The Adventures of Pat the Postman is a 
twenty screen arcade game for the 48K 
ZX Spectrum featuring full colour hi-res, 
sound and a demo mode. You play the part 
of Pat who has to collect three Games 
Computing post bags from the screen 
before progressing onto the next. 

Each screen consists of levels inter- 
linked by ladders and lifts. When Pat has 
got the three bags he must leave the top of 
the screen by a ladder, not ona lift as this 
would be too easy. 

The only points scored are for com- 
pleting a screen, and this is dependent 
upon the time taken. The aim, therefore, is 
to complete each screen as quickly as 
possible. : 


The control keys are: 
| Left 

P_ Right 

Q Up 

Z Down 


The lifts are the cross shaped sections 
on the floor. The ladders look like ladders, 
the post bags look like post bags, and if it 
moves avoid it (there are exceptions to this 
ule in the higher levels). 





RUNdown 


Line 
3 






































Action 


S$ (x) is the store of t 
Current screen. A@eg 
screen$ does not work 
with user defined 
graphics, this is referred 
to instead. 

Set up UDGs which are 
used throughout the pro- 
gram. 

P(6) holds the co- 
ordinates of the mail 
bags on each screen for 
the purpose of colouring | 
them. M(8) holds the ' 


DATA about the moving 
monsters on. each 
screen. 


23561 controls the auto 
repeat on the keys. This 
POKE means the keys 
will not auto repeat until 
they have been pressed 
for about 20 seconds. 
POKE 23658,8 sets 
CAPS mode. 















100-110 
120-167 
410 

500-540 
610-690 
610-640 
650 


655 


660 






S(20) Contains a 1 for 
each screen which has a 
special feature. This is in 
fact for every screen but 
the special feature. This 
is in fact for every screen 
but the first. 

Fn P(x) checks for the 
last key pressed. Fn M(x) 


- was used during pro- 
gramming to check the 
_ spare memory but is not 


used during the program. 
Initialize variables for pre- 
game screen displays 
and GOTO pre-game 
routine. 

Initialize variables for 
beginning of game. 
Initialize variables for 
beginning of screen. 
Call screen set-up 
routine. 

Print initial positions for 
monsters, Pat, postabgs 
etc. i 
Main loop. 

Check keys and move 
accordingly. 

Move monster for each 
screen, M(x) holds the 
number of the move- 
ment routine for that 
monster. There are 7 
movement routines and 
room for 2 more. 

Call routine for special 
feature of each screen, 
there are 19 such 
routines. 

Checks for collision with 
moving monster. 
Checks to see if Pat is 
moving on air! 


675 
680 
690 


990 
1500-1550 
1540 


2000-2050 
3000-3300 
3020-3270 


3280 


3295 
3300 
3500-3610 
3505-3510 


3530 
3560-3610 


3577 
4000-4953 


5000-5040 
5400 

5500-5550 
5600-5650 
5600-5650 
5700-5750 
6000-6760 
6100-6130 
6200-6230 
6300-6330 


6400-6430 
6500-6570 





Checks for collision with 
non-moving monster. 
Checks to see if mail bag 
has been collected. 
Checks whether screen 
is finished. 

Loop. 

CRASHI!. 

If no lives left then end 
game. 

Collect sack. 

End screen routine. 
Calculate bonus, display 
and calculate new score. 
The random beeps can 
be left out as they slow 
the game down. 

Next screen; if com- 
pleted 20th screen then 
call congrats routine. 
Cancel last key pressed. 
Start new screen. 

End game/Pre-game. 
Colour the whole screen 
the same as the border. 
Pause. 

Display screens in se- 
quence. Done by 
simulating the game but 
without the postman, 
sacks etc. 

If a key is pressed then 
start the game. 
Routines for special 
features. 

Postman left. 

Up ladder. 

Up lift routine. 

Up lift routine. 

Down ladder. 

Down lift. 

Move monster. 
Left-right movement. 
Up-down movement. 
Random descent bet- 
ween limits. 
Bouncing 
limits. 
Gradual homing in on 
Pat. 


between 


6600-6650 
6700-6760 


7000-7340 
7010 


7020 
7025 
7030-7040 
7200 


7210 
7220 


7230 
7235 
7240 


7280-7340 
7350-7998 
8000-9999 





















Bouncing around whole 
screen with decoy. 
Following up and down 
ladders and lifts. 

Draw screen routine. 
Chooses appropriate 
DATA. 

jSets up floor F and 
monster G graphics. 

On certain screens sets 
up graphics U. 

Reed border and screen 
attributes. 

Sets up S$ (screen 
store). 

Prints screen. 

Sets up postbag posi- 
tions. 

Reads monster DATA. 
Colours screen 20. 
Reads initial position of 
Pat. 

Obvious. 
Congratulations! 

Data for screens and 
UDGs. the numbering of 
these lines is of utmost 
imortanee and must be 
stuck to. The data for a 
particular screen can be 
located by the formula 
Line =7900+100 
% Screen. 





YREM BY GARY RITCHIE 


; DIM s¥(16,32): 


READ A: 


5 
eo 
6 
9 
10 


REM THE ADVENTURES OF PAT 

REM THE FOSTMAN 

REM screen store 
RESTORE 999@: FOR f=@ TO 463: READ a: 
POKE USR “Av+F.A: NEXT F 

DIM F (6): DIM Mia) 
POKE 23561,@: POKE 
DIM $(2@) 

FOR F=i 10 2@: READ S(F): NEXT F 

DEF FN PO =SPEEK 23560: DEF FN MO=(FEEK 23750+256*PEER 23731) ~ (PEER 


PORE USK “1"+4¢.a: NEXT f: FOR Peo 


22658,8: RANDOMIZE 


S6*FEEK 23654) 


ii 
12 
20 
ops 
25 
26 
27 
28 
3a 
108 
105 
11 
120 
130 
140 
150 
161 
162 
163 
164 
165 
166 
167 
400 
410 
5a0 
518 
520 
S30 
Sst 
S35 
54a 
600 
610 
620 
638 
640 
658 
655 
668 
678 
675 
680 
690 
290 
1500 
1510 
1520 
1530 
1540 
1550 
2000 
2010 
2820 
2025 
2027 
2030 
2050 
3000 
3005 
3010 
3015 
3020 
3030 
3035 
3190 
3200 
3205 
3207 
3209 
3210 
3215 
3220 
3230 
3240 
325 
3260 
3270 


LET 
LET 
DEF 
LET 
LET 
BS 
LET 
UNSER 
ter 
REM 
LET 
LET 
LET 


ME=2: 
Tee EY 
PN T()=PEEK 25672+2546*FEER 
LAD=1S:s LET DLAD=-1 
MER: LET DME@=1: 
El= 
FLO=1: 
ZAP=1 
SCORE=@: LET LIFE=3; LET LIFT=O: 
initialise variables etc 
screen=1: LET score=@ 
LIFE=3 

LIFT=0 

LET PODS=0 

LET BONUS=1000+ (SCREEN-1)*100 
POKE 223672,@: POKE 23673,0 

LET MEG@=9: LET DMEO=1: LET ME=2: 
LET Fle? 
LET LAD=13: 
LET Ts="F" 
LET Elst 
LET FLO=1: LET DFLO=1 

LET POD=1 

REM NEARLY READY! 

GO SUB 7000 

REM play the game 

PRINT AT X,Y; PAPER 8; INK 9; "0" 

PRINT AT M(2),M(C3); PAPER 8; INK M(B); "6" 
FOR F#1 TO 6 STEP 2 

LET INK=INT (RND*8) 

IF INK=F THEN GO TO 531 

PRINT AT P(F),P(F+1)3 INK INKS 
REM REALLY START NOW!!! 

IF FN P()=8@ THEN GO SUB 50@0 
IF FN P()=7S THEN GO SUB 5200 
IF FN P()=81 OR LIFT=1 THEN GO SUB S400 

IF FN P()=90 OR LIFT=-1 THEN GO SUB S6a0 

GO SUB 6000+100%mM<1) 

IF S(SCREEN) THEN GO SUB 3950+50*SCREEN 

IF (X=INT M(2) AND YSINT M(3)) THEN GO TO 1520 

IF SCREENS (X+1,Y)="" THEN GO TO 1500 

IF S#(X+1,Y+1)="G" THEN GO TO 1500 

IF S#(X+1,Y+1)="N" AND SCREEN<2@ THEN 60 SUB 2000 

IF X#@ AND S#(Xt1,¥+1)="L" AND PODS=3 THEN GO TO 3000 
60 TO 610 

FOR F=X TO 14 

FOR G=1 TO 3: BEEP .@02,(21-F)*G: NEXT G 

PRINT PAPER 8; INK 13 BRIGHT 8;AT F,YsS#(F+1,¥+1)3 
NEXT F : 

LET LIFESLIFE-1: IF LIFE<=® THEN GO TO 3520 

FOR F=1 TO 100: NEXT Fr GO TO 120 

REM COLLECT POD ‘ 
BEEP .@1,10: BEEP .01,20: BEEP .01,5: BEEP .@1,30: BEEP .01,20 
LET PODS=PODSs+1 

LET S#(X+1,Y+i)=" " 

LET INK=INT (RND®8): IF INK=(PEEK 23624)/8 THEN GO 10 2027 
PRINT INK INK;AT 19,20+2*"PODS; "N" 

RETURN 

REM FINISHED SCREEN 

IF S#(X+1,Y+1)<>"L" THEN RETURN 
IF PODS<S THEN RETURN 

PRINT FLASH 1;AT X,Y; FAPER 8; 
FOR F=#1 TO 20: FOR G=1 TO 3 

BEEP .@1,F*G: NEXT Gs NEXT F 
PRINT AT X,Y; PAPER Ps INK 1;S#(X+1,Y+1) 
IF SCREEN>16 THEN FOR F=1 TO 2 

LET BONUS=BONUS-INT FN T() /S50#5 

LET BONUS=(INT (BONUS/10)) #10 

IF SGN BONUS=-1 THEN LET BONUS=0 

IF SCREEN>16 THEN NEXT F 

PRINT FLASH 1;AT 2@,6;BONUS; FLASH@;" " 
FOR F=1 TO S@: BEEP .@05,1NT (RND*#S5Q) +30: 
FOR F=BONUS TO @ STEP -10 

PRINT AT 20,6;F;" " 

PRINT AT 18,6;SCORE+<(BONUS-F);" " 

BEEP .@1,F/40 
NEXT F 

LET SC=SCOREr 


LET DME=1: LET SS=0 

2R672 

LET FL=9 

LET DFLO=1 

LET BONUS=1008: 


LET PODS=0: GO TO 3 


LET 


LET DLAD=-1 


PAPER G7 °N"s NEXT F 


INK 9sAT FL, Ys "0" 


IMK 8; "0" 


NEXT F 


LET SCORE=SCORE+BONUS: IF INT (SCORE/1@@9@)*10000>INT (SC/100 


@@)*1@@@@ AND LIFE<6 THEN LET LIFE=LIFE+1 


“3280 
3290 
S295 
3300 
3500 
3505 
3506 
S507 
3510 


3530 
2560 
3565 
3570 
2573 
3575 
3577 
3580 
3585 
3590 
3600 
3610 
3949 
3950 
4050 
4055 


NT AT X,Y; PAPER P; 


4060 
4270 
4W8Q 
4100 
4110 
4115 
4128 
4130 
4132 
4134 
4140 
4145 
4150 
4ais2 
4185 
4140 
4165 
4170 
4180 
4198 
A200 
4202 
4203 
4205 
421d 
4215 
4220 
AOZS 


LET SCREEN=SCREEN+1: IF SCREEN=21 THEN LET SCREEN=1: GO SUB 7350 

FOR F=1 TO SQ: BEEP .@@5,INT (RND*4@): NEXT F 

POKE 23560,32 

GO TO 128 

REM END GAME 

LET ATT=ATTR (16,0): LET ATT=ATT—(ATT?>128) #128 

LET ATT=ATT-(ATT>64) ¥64 : 

LET PA=INT (ATT/8): LET IN=ATT-8*INT (ATT/S&) 

FOR F=@ TO 15: PRINT AT F,@; FAPER PA; INK IN; 
"2 NEXT F 

Fei TO SOQ: 

FOR Z=1 TO 20 

LET SCREEN=Z 

GO SUB 7000 

PRINT AT 16,5; FLASH 1;"PRESS ANY KEY TO FLAY" 

FOR Q=1 TO SO : 

IF INKEY$<>"" THEN GO TO 100 

GO SUB 6000+100¥M(1) 

IF S(SCREEN) THEN GO SUB 3950+50*SCREEN 

NEXT @ 

NEXT Z 

GD TO 3540 

STOP 

REM SPECIAL SCREENS HERE 

PRINT AT ME,27; PAPER P3 INK I;S#(ME+1,28 TO ) 

IF Y>26 AND X=ME-1 THEN PRINT AT X,¥3 PAPER Fs 

INK 9: "0" 


OVER 1;" 


FOR NEXT F 


X=X+DME: PRI 
LET MESME+DME 

IF ME*s13 OR ME<=1 THEN LET DME=-DME 

PRINT AT ME,27; PAFER P; INK 4; BRIGHT 1; “FFFER "> 
IF S¥(X+1,Y+1)59"F" THEN RETURN 

PRINT AT X.Y: PAPER Pr INK 1;98(X+1,v+1) 

PRINT AT 16,10; FLASH 1; "TELEPOKTING!” 
FOR Fei TO 3@ STEF .S: FOR G=1 10 2 
BEEP .002,f*G: NEXT G: NEXT F 

IF X53 AND Y=@ THEN LET X=9: LET Y=9: 
IF X=9 AND Y=9 THEN LET X=3: LET Y=@: 
PRINT AT X,Y; PAPER Fy INK 9; "0" 

PRINT AT 16,10;" "2 RETURN 
IF X<92 OR YCoS1 THEN RETURN 

IF S#(3,31) " THEN RETURN 

PRINT AT X,Y; FLASH 1; PAPER Fi INe 1; "0" 

PRINT AT 14,5;"YOU VE RESCUED THE DAMSEL‘": FOR F=i 10 200 
BEEF .@1, INT (RND¥20)+1@: NEXT F 

LEY S$(3,27 10 12” "; PRINT AT 2,26; PAPER Py INK [3% 
LET BONUS=BONUS+INT ((RND¥S) +1) *20@: FRINT AT 28,4; BONUS 
RETURN 

IF X<o8 OR YC 324 THEN RETURN 

IF S#(9,25) @" THEN RETURN 

LET $#(9, 25 S 

FOR F=8 TQ 1 STEF -1 

PRINT AT F,24; INK 2; PAPER Fy "GQ"; INK I1s;AT F41,04:94(F 3,25) 
FOR G=@ TO 3: BEEP .O@2,(21-F)*G: NEXT G: GO SUB 6200 

NEXT F ‘ 
LEY X=1: LEY Y=24a: 


RETURN 


GO TG 4148 
GO TO 4140 


PRINT AT X,Y: IN 


‘PAPER P: "0" 


PRIN 
4275 
A200 
4310 
4515 

@ 
4325 
4230 
4335 
4340 
4350 


TQ 233) 


4353 
3 
4355 
43560 
4370 
4429 
4410 
4420 
A430 
4431 
4432 
4433 
4434 
4435 
4440 
4450 
4460 
4470 
4480 
4520 
4510 
4520 
4530 
4540 
4550 
4560 
4570 
4575 
4580 
4600 
4605 
Py 
4610 
4620 
Ab21 
422 
4423 
4624 
4625 
4635 
4636 
4637 
4640 
4650 
4653 
4655 
4660 
4665 
4666 
4670 
4675 
4676 
4679 
4690 
4695 
4700 
4710 
4737 
4738 
4739 
4740 
4a7ai 
4742 
4743 
4750 
4760 
4761 
4762 
4800 
4901 
4802 
4803 
4805 
4806 
4810 
4820 
4830 
4840 
4850 
4860 
URN 
4865 


‘ABST 


4870 
oBMy 
4880 
vaNe 
4899 
11" 
4900 
4905 
LET 
4910 
4915 
4920 
4950 
4951 
4952 
A752 
5200 
5005 
5010 
5020 
5030 
5040 
5200 
5205 
5210 
5220 
S250 
5240 
5400 
5419 
5420 
S430 
5440 
5450 
S500 
S5a5 
S510 
5520 
5530 
S535 
5535 
S540 
5550 
5568 
5570 


FOKE 23560, 32 

RETURN é 

IF S$(X41,Y+1)2>"U" THEN RETURN 

LET S$(X+1,¥+1)=" “: LET SCORE=ScORE-SO 

PRINT AT 18,4;SCORE 

PRINT AT 16,8; "YOU'VE BEEN PRICKED!“: FOR F=10 TO 3@: BEEF .@02,F: NEXT F: 
T AT 16,8;" < . 
RETURN 

IF RND>.@75 THEN RETURN 

IF S#(4,4)=" " THEN GO TO 4250 

PRINT AT 3,5; PAPER PF; INK I;" ": LET S#(4,6 TO 8)=" 

PRINT AT 6,10; PAPER FP; INK 2; "FF": LET S#(7,11 TO 12)="FF° 

BEEP .1,20: RETURN 
PRINT AT 3,5; PAPER Fi; 
PRINT AT 6,10; PAPER F; 
BEEF .1,20: RETURN 
PRINT PAPER P; INK 1;AT MEB,18;S¢(MEB+1,19 TO 25);AT MEG+4,18;S$ (MEG+S,19 


INK 2; "FFP": LET S#(4,6 TO 8)="FFF" 
INE Ts Ue LET 587,11 10 4208 2 


IF Y°17 AN Y¢23 AND (X=ME8-1 OR X=MEG+S) THEN PRINT AT X,Y; PAPER F: 
LET X=X+DME8: PRINT AT X,Y; PAPER P; INK 930" 
LET MES=MEG+DMEG: IF MEB=11 OR MEG=7 THEN LET DMES=-DMES 
PRINT PAPER F; INK 2;AT MEG,19;"FFFFF";AT MEG+4,19; "FFFFF" 
RETURN 
LET Z2#=S8(4,11) 
LET S#(4,11 TO 19)=S#(4,12 TO 20) 
LET S#(4,20)=Z#: PRINT AT 3,1@; PAPER F; INK I;9#(4,11 TO 2) 

IF X=3 THEN PRINT AT X,Y; PAPER P; INK 9; "0" 

IF S#(X+1,V+1)<2"S" THEN RETURN 
LET S8(X+1,Y+1)=" “ 
LET S#(4,1)=" "2: PRINT AT 3,0; PAPER P3 
LET SCORE=SCORE+1@: PRINT AT 18,4;SCORE 
BEEP .@1,20: BEEF .01,30: BEEP .@1,10: RETURN 
RETURN 
LET 2#=94(9,29): LET 94(9,12 TO 30)=Z#+S#(9,12 TO 28) 
PRINT AT 9,11; PAPER Py INK 1;58(9,12 TO 29) 
“IF X=8 THEN PRINT AT X,Y; PAPER PF; INK 9;"0" 

RETURN 

IF RND>.@S THEN RETURN 
LET S#(FL+1,7 TO 10)=" 
LET FL= (INT (RND¥3) #3) +6 
LET S#(FL+1,7 TO 10)="FFFF": 
BEEP .01,4@: RETURN 

LET Z#=S4(10,4 TO 13) 

LET S§(1W,% To 13)45$(10,5 TO 13)+2# 
PRINT AT 9,3; PAPER PF; INK 1;S#(1@,4 TO 13) 

IF X=9 THEN PRINT AT X,Y; PAPER Fy INK 9; "0" 

RETURN 

IF NOT DLAD THEN GO TO 4620 

LET S¥(LAD+1,28)=("L" AND DLAD=-1)+(" " AND DLAD=1): PRINT AT LAD,27; PAPER 
INK 13 ("L" AND DLAD=-1)+(" " AND DLAD=1) 

LET LAD=LAD+DLAD: IF LAD=@ OR LAD=14 THEN LET DLAD=-DLAD 

IF S¥(X+1,Y+1)<>"A" AND SH(X+1,Y+L)<9"B" THEN RETURN 

IF S#(X+1,Y+1)="B" THEN GO TO 4635 

IF NOT DLAD THEN RETURN 

LET S#(X+1,Y+1)="B"s PRINT AT X,Y; PAPER P3 
LET TDL=DLAD: LET DLAD=O 

BEEF .@1,20: BEEP .@1,30: BEEP .@1,10: BEEF 
IF DLAD THEN RETURN 

LET S#(X+1,Y+1)="A"r PRINT AT X,Y; PAPER Ps 
LET DLAD=TDL 

BEEP .@1,20: BEEP .01,30: BEEP .01,10: 
IF ATTR (2,11)=7 THEN GO TO 4675 

IF X#3 AND (Y=1i1 OR Y=20) THEN GO TO 4690 

IF RND>.05 THEN RETURN 

IF ATTR (2,11)=103 THEN GO TO 4675 

PRINT AT 2,11; OVER 13 INK 1; PAPER 4; BRIGHT 13" 
BEEF .1,30 

RETURN 

PRINT AT 2,11; OVER 1y INK I; PAPER 2; BRIGHT 13” 
BEEP .1,20 

RETURN 

IF ATTR (2,11)=1035 THEN RETURN 

LET SCORE=SCORE-S@@: PRINT AT 18,6;SCORE: RETURN 
LET Z#=S4(5,29): LET S#(5,22 TO 29)=Z#+5#(5,22 TO 
PRINT PAPER FP; INK 1;AT 4,21;S8(5,22 TO 29. 

IF S#(X+1,Y+1)<>"A" THEN GO TO 4740 

LET S#(X+1,Y1)="B"2 PRINT PAPER P; INK I;AT X,¥;"B"s 
LET S$(8,16 TO 17)=" ": PRINT PAPER FP; 
IF S#(X+1,¥+1)<>"U" THEN RETURN 
IF FN P()=80 THEN GO SUB 5200: 
IF FN P()=73 THEN GO SUB Saaa: 
RETURN 

LET Z$=S$(12,31): LET S&(12,2 TO 31)=Z$+5$(12,2 TO 30) 
PRINT AT 11,1; PAPER Py INK 635%(12,2 TO 31) 

IF X#1i THEN PRINT AT X,Y; PAPER Ps INK 9; "0" 

RETURN : 

IF RND>.@75 THEN GO TO 4810 

BEEP .@02,40 

LET YLSINT (RND¥10) +11 

FOR F< TO 14: PRINT AT F,YL; BRIGHT 1; OVER 13 PAPER 6; INK @;" “: NEXT F 
FOR F=@ TO 14: PRINT AT F,YL3} OVER 13 PAPER Py INK 83" ": NEXT Fo 

IF Y=YL THEN PRINT AT X+1,¥s; PAPER Py INK 17” " 

IF S$(X+1,Y41)<2"U" THEN RETURN 

PRINT AT 16,4; FLASH 1;"YOU'VE BANGED YOUR HEAD!" 

FOR F=1 TO 10@: NEXT Fi PRINT AT 16,@;" 

LET SCORE=SCORE-1@@: PRINT AT 18,6;SCORE: RETURN 

IF ATTR (10,1)<2112 AND EL THEN GO TO 4899 

IF ATTR (X+1,¥)=112 THEN PRINT AT X+i,¥; BRIGHT 1; PAPER Fs INK I;" ": RET 


INE T 


INK 13" * 


"s PRINT PAPER FP; INK IsAT FL,63" 2 


PRINT PAPER Py INK I;AT FL, 6; "FFFF" 


INK 1;"B" 


~@1,20: RETURN 


INK 13 "A" 


BEEP .@1,20: RETURN 


ee AT 2,20; won 


"SAT 2,205" " 


28) 


BEEP .1,0 
INK I;AT 7,153" “: RETURN 


POKE 23560,52: RETURN 
POKE 23568,32: RETURN 


IF S$(X+1,Y+1)<>"A" AND S#(X+1,¥+1)¢>"B" THEN RETURN 
BEEP .01,50 
IF S€(X41,Y+1) "A" THEN LET S#(X+1,¥+1)="B"1 PRINT AT X,Y 
LET EL=NOT EL: GO TO 4899 
IF S#(X+1,Y+1)="B" THEN LET S#(X+1,Y+i)="A": 
LET EL=NOT EL: GO TO 4899 
PRINT BRIGHT EL; OVER 1; PAPER 8; INK 8;AT 10,13" 

"SAT 8,6; BRIGHT NOT EL;" ": RETURN 
PRINT AT ME,13; PAPER P; INK I;S#(ME+1,14 TO 19) 
IF Y>12 AND Y<19 AND X=ME-1 THEN PRINT AT X,Y; PAPER Fs 
M=X+DME: PRINT AT X,Y PAPER hs iN Wy "0" 
LET MESME+DME = 
IF ME>=15 OR ME<=2 THEN LET DME=~DME 
PRINT AT ME,13; PAPER Fy INK 1;"FFFFFF": RETURN 
IF S#(X+1,Y+1)<2"N" THEN RETURN 
TF X<oP (POD) GR Y<>P(POD+1) THEN RETURN 
GO SUB 2000 
LET POD=POD+2: RETURN 
IF LIFT THEN RETURN 
IF Y=s31 THEN RETURN 
PRINT AT X,Y; PAPER 8; 
LET Y=Y+1 
PRINT AT X,Y; 
RETURN 
IF LIFT THEN RETURN 
IF Y=@ THEN RETURN 
PRINT AT X,¥: PAPER 8; 
LET Y=¥-1 
PRINT AT X,Y 
RETURN 
IF S#(X+1,¥+1)6>"L" 
IF X=@ THEN RETURN 
IF S#(X+2,Y+1)="M" THEN GO TO 5500 
PRINT AT X,¥: PAPER @: INK Is"L": LET X=X~-1 
PRINT AT X,Y; PAPER 8; INK 9:"0": BEEF .@02, (Z1-X)*2 
RETURN 
IF LIFT 
LET LIF 
LET SE(X+2,¥+1)=T$: LET T#=S¥(X41,¥41): LET S#(X+1,Y+1)="m" 
PRINT AT X,¥; PAPER 8: INE 1; "M"sAT X+1,¥sS$(X+2,¥+1)2 LET X=X-1 
FRINT AT X,Y; PAPER 8: INK 9;"0" 
BEEP .O2, (21-X) ¥2 x 
If Y=@ OR Y=31 THEN GO TO 5560 
IF S$(X+2,YI="F" OR S#(X+2,Y+2)="F" THEN LET LIFT=@: POKE 25560,32 
RETURN : 
IF =@ THEN IF S$(X+2,Y+2)="F"” THEN LET LIFT=: POKE 2356@,52: RETURN 
IF Y=31 THEN IF S8(X42,Y)="F" THEN LET LIFT=@: POKE 2556@,52: RETURN 


INK I; PAPER P; 


PRINT AT X,¥; INK I: PAPER FP; 


NEAT 3, 


INK T¢S#(X+1,¥+1)¢ 


| 1gS8 (X41, Y+1) 
PAPER 8; kK 9: "O%2 BEEP .0O2, (21-xX) ao 
INK 1;98(X+1,Y+1) 


PAPER 8; INK 9: "0": BEEP .O02, (21~-Xie2 


AND S&(X42,¥+1)< 2"M" THEN RETURN 


1 AND X<>14 THEN RETURN 





RETURN 


IF S#(X+2,Y+i)<2"L" AND S#(X+2,Y+1) "M" THEN RETURN 


IF X=14 THEN RETURN 
IF S#(X+2,Y+1)="M" THEN GO TO 5700 


PRINT AT X,Y; PAPER 8; INK I;S#(X+1,Y+1) 
LET X=X+1: PRINT AT X,Y; FAFER 83 INK 93"0" 
BEEP .Q02, (21-X)#2 
RETURN 


IF LIFT=1 AND X30 THEN RETURN 


LET LIFT=-1 
LET S#(X+2,Y+1)=T#: LET T#=S$(X+3,Y+1): LET S#(X+5,Y+1) ="M" 
PRINT AT X,Y; PAPER 8; INK I;S#(X+1,Y+1): 
PRINT AT X,Y; PAPER 8; INK 9;"O"; INK I3AT X+1,Y; INK 13 '"M" 


BEEP .Q@2, (21-X) #2 
IF Y=@ OR Y=3i THEN GO TO 5760 
IF S¥(X+2,Y)="F" OR S#(X+2,Y+2)="F" THEN 


RETURN 


IF Y=@ THEN IF S#(X+2,Y+2 FY THEN LET 


LET X=X+1 


LET LIFT=@: FOKE 23960,32 


LIFT=0: FPOKE 23560 


IF Y=31 THEN IF S#(X+2,Y)="F" THEN LET LIFT=@: FOKE 23540 
RETURN 
RETURN 
PRINT AT INT M(2),INT M 3 INK 1; PAPER P3S#(INT M(2)+1,INT M(B) +1) 


LET M(S)=M(3)4+M(7)s IF M¢ M(4) OR M(3)=M(5) 


PRINT INK M(8)3 PAPER 8:AT INT M(2),INT M(3)3"G" 


RETURN 


RETURN 


RETURN 


THEN LET M(7)=-M(7) 


PRINT AT INT M(2),INT M(3)3 INK Is PAPER PsS#(INT M(2)+1,INT MCS) +1) 
LET M(2)=M(2)+M(6): IF M(2)=M(4) OR M(2)=M(S) THEN LET M(6)=-M(6) 
PRINT INK M(8); FAFER 8;AT INT M(2),INT M(3)3"G" 


a) +4 


25008 
2510 
=20 
5@ 
2540 
2550 
1S 


5460 


MC 


RETURN | 

PRINT AT (RCPr sites tnt Lp PAPER FS SOM Ce 
LET M(2)=M(2)+M(6): IF M(2)>=15 THEN LET 
>>+M(4) 

PRINT AT M(2),M(3)s INK M(8); PAPER Fy "5" 
RETURN 


PRINT AT M(2),M(3)y INK Is PAPER Ps; S#(M(2) 


LET M(2)=M(2)+M(6)s LET M(3)=M(3) +M(7) 
PRINT PAPER P; M(B) 3AT M(2) ,M(3) 5 "6" 
IF MCS) =15+M(5) ‘ orm 0s.) AEN CET 
IF M(2 x -M(4) THEN LET M 
RETURN 

IF RND> THEN GO TO 6550 

PRINT PAPER Fy INk IT3AT M(2),M(3);S#(M(2 
LET DM1=SGN (X-M(2)): LET DM GN CY-M(3) 
LET M(2)=M(2)+DMi: LET M(3)=M(3) +DM2 


PRINT PAPER Ps INK M(8)sAT M(2) ,MC3)5"G"s 


Hl yl =@ OR M(3)=@ OR M(2)=14 OR M(3)=31 
PRINT FAPER Fy INK IsAT M(2) ,M(3)3S#(M(2 
LET M(2)=M(2)+INT (RND¥2): LET M(3)=M + 
PRINT PAPER Fs INK M(8);AT M(2) ,M¢ 


PRINT AT M(2),MC3)3 INK Is PAPER P3S#(M(2)+1,M(3)41)3AT 18-M(2) SLM C3 


2) ,32-M(3)) 

LET M(2 (2)4+M(6): LET M =M (3) 4M (7) 

eS Nas OR M(2)=14 THEN LET M(6)=-M(46) 
IF M(3)=@ OR M(3 THEN LET M(7)==M(7) 


DHL MLS+1) 
M(2)=@: LET M(C3)=INT 


+1,M(3) +4 


M(7)=—M (7) 
(6) M(é) 


y+1,M(3) 41 
) 


RETURN 
THEN RETURN 
d+1,MC3) +1) 
INT (RND*2) 
RETURN 


(RND# (M ¢ 


5)-M 


FOR F=1 TO 1@@: NEXT F 


+» BUT CAN YI 


FOR F=1 TO 1@@: NEXT F 
RETURN 
REM screen data from hereon 


REM 
DATA 
DATA 


+ DATA 


8045 
8250 
8855 
8060 
8065 
8070 
8875 
8080 
8085 
8290 
Ba95 
8296 
8100 
8101 
8182 
8103 
8110 
8115 
8120 
8125 
8130 
8135 
8140 
8145 
8150 
8155 
81468 
8165 
8170 
8175 


DATA 
DATA 


DATA SCREEN 1 
255,136,255,34,255, 
@,24,52,40,24,52,74 
0,4,0,2,6 

if L 


DAA "FL LFFFF 


DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 


DE ais 
One L 6 
“PEFFFL LFFFL 
" (e LNL 
u) L FFLFFFFFFF 
aN Eee 
“OPFLFFL OL 
seeks me LFF 
"L FFFFF L 

He ie fs 

ue) EE ie 

ie 35 L 


OU DO IT AGAIN?" 


136,255,354 
149 


fc n 
iE Nn" 
LFFFF Le" 
(5 La 
L L 
Lo LFFLFF 
eee ic 
FL FFLFF OL 
ce ae (E 
L L Le 
FFL L 
Lo FFLFFF" 
L [ig 
E ones 
iE cee 


DATA “FFEFFEFFFFFFFFFFFFFFFFFF FFFFFER" 


DATA 
DATA 
DATA 
REM 

DATA 


DATA 68,126,92,126,60,36,60,24 


DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 


1,31,6,14,8,1 
1,6,8,8,19,0,1,0 
14,30 

DATA FOR SCREEN 2 
255,85,170,85,170,8! 


4,0,4,1,6 
i fr 

" 6 E 

ul FLFFFFFFFFFFFF 
i i 

"LEFFFF 

uC 

mL N 
"EFFEFRFFERFEFFFEM 

it 

"g 

mL 

WC 

oC 

“FFFFL FLFL 


5,170,255 


NG 
F  FFFFFF 


casasusn 


"8400 

8401 

"18402 

18403 

B410 

8415 

MEFMFFFFF \B420 
8425 


LFEFFF 
E 


DATA 
DATA 
DATA 
DATA 
DATA 
DATA 


LEPME 


lL 


ke 


DATA " 
DATA * 


FEFFEF" 


FLFFFFFFE 


he 
L 


Le 
GN L 


FEF EPFPFEFE 


tL 


sess 


PRINT AT M(2),M C3); INK M(8)s; PAPER Ps"G"SAT 15-M(2),31<MC3) 3; INK 7-M(8)3"G 8188 DATA " i ae a 
8185 DATA “FFFFFFFFFFFFF FFFFFFFFFFFFFFFFFF" 45 _ NL QO 
RETURN 8190 DATA 0,31,6,8,1,25 B455 py MN FFFEM FFLFEF 
IF M(4) THEN GO TO 6750 8195 DATA 1,12,11,11,14,0,1,2 ® DATA " ie if 
IF FN P()<> * @ AND NOT LIFT THEN RETURN 8196 DATA 12,1 5 DATA ' . 
IF X>12 as N 8202 REM DATA FOR SCREEN 3 B DATA L 
LET M(3)= LET M(2)=(15 AND FN F()=81): LET M(4)=1 8201 DATA 255,255,122,48,32,0,0,0 19 DATA me fe 
LET M(7) 2 AND M(2)=15) 41 8202 DATA 24,36,24,90,189,153, 165,129 i DATA 
PRINT AT M(2),M(3)3 BRIGHT 8; FAPE INK Tp S#(M(2)+2,M (3) +1) 8203 DATA 3,0,3,0,6 {8485 DATA * 
LET M(2)5M(2)4M(7): IF M(2)=@ OR M(2)=15 THEN LET M(4)=@: RETURN 8218 DATA" L ; DATA 
PRINT AT M(2),M(3)3 PAPER Fy INK M(B); BRIGHT 8; "G" 8215 DATA " N i S DATA 2,8,15,0,14 
2768 RETURN 8220 DATA" LFFF DATA 14, 
7200 REM SET UF SCREEN FROM APPROPRIATE DATA 8225 DATA "PL G 35 REM DATA 
7210 RESTORE (7900+10U*screen) 8230 DATA "FFFFF NG Sat DATA 
@ FOR #=@ 10 15: READ po: FOKE USR "#"+f,po: NEXT #: REM floor section 8235 DATA " FFFFFLFFFE yl ss, DATA 
5 IF SCREEN=17 OR SCREEN=15 OR SCREEN=6 OR SCREEN=12 OR SCREEN=14 THEN FOR F 8248 DATA " GL He 3 DATA y4,8,16,32,64,0 
TO 7: READ FOKE USR "U"+F,A: NEXT F 8245 DATA “ LFL fs DATA 75,651 
READ p,i,b: PAPER p: INK i: BORDER b: BRIGHT @: CLS 8250 DATA " eae 10° DATA " L 
READ F,I 8255 DATA " CL MFFLFF i ij DATA ' Pun G: 
FOR F=@ TO 1S: READ S#(F+i): NEXT F 8260 DATA " LL L ; DATA "FFMFFFFFFLE 
FOR F=@ TO 15: PRINT AT F,Q; PAPER Fy INK IpS#(F+1)1 NEXT F 8265 DATA " FEMFFL ‘i S25 DATA " L 
FOR F=1 TO 6: READ F(F): NEXT F 8270 DATA " L Coe ie DATA 
FOR Fei TO 8: READ M(F): NEXT F 8275 DATA " jie LEE BS3S DATA 
IF SCREEN=20 THEN FOR F=i TO 14: PRINT INK 8; PAPER 6; OVER 1;AT Fy13" Bee DATA 7 Ee aay 8 DATA " 
"VAT F,22; PAPER 23" "p NEXT F 8285 DATA "FFFFFFFFFFFFFFFFFFF FFPFEFFFFFF" DATA 
READ X,Y 8290 DATA 1,5,14,31,4,16 DATA 
FRINT AT 18,0; "SCORE=";SCORE,"SACKS " 8295 DATA 2,14,19,14,8,-2,0,4 f DATA 
PRINT AT 20,0; "BONUS=";BONUS, "LIVES "s 8296 DATA 2,30 (8560 DATA " A je 
FOR F=1 TO LIFE-1 87@0 REM DATA 8565 DATA ry FFFFFLF 
LET INK=INT (RND*8) IF INK=(PEEK 23624)/8 THEN GO TO 8201 DATA & 5 31,255,259 8579 f. 
PRINT INK INK: "0 "3: NEXT F 8302 DATA 60,78,159,191, 255, 255,126,460 8575 D b Lo EMEFEL 
RETURN 8303 DATA 5,1,5,7,1 ‘8580 wv L L LON 
FOR F=1 TO S@: NEXT Fi: PAPER i: BORDER 1: INK 7: BRIGHT @: CLS 8310 DATA " c "8585, "FFPFPRFPFPPFPFFFFEFFE FREE" 
LET Ag= ‘| or 8 =." Fe 8315 DATA (a "BS 9Q 8,2,6,21,14,30 
| | 8320 DATA NG HELP YG! 8595 2,18,16,10,9,-1,0,3 
fe * i 8325 DATA LFEFFF PEE bhi B596 i,1 
7378 PRINT AT 5, + DATA L " 8600 RE DATA FOR SCREEN 7 
738@.PRINT AT "YOU'VE REACHED THE SORTING" “OFFICE Chae pee DATA \ " 8601 255,9,8,28,62,62,462,28 
DATA GNL " 8602 126,153,1 126,36,82,137,133 
DATA "FFFFMFFFF " 8603 1,7,1,4,0 
DATA " FRLMPFFFFFFLEFM" 8610 ut er 
DATA " l Lo leeis L 
DATA " he NL " 8620 GN (e G N" 
8625 LFFFFFFFFFFFE FRErFRRP 
863 L \ 


neesusss 


a 
€ 


@ 
@ 
2 
@ 
1) 
@ 
5 











FRFFFFLFFFFFPMF 
FLFEFFFFF 
FFFFFFLF LEM 
FLEFFFFF i 
FRFFFFFL (i 
EG LON 
MEFLFFF LEFFFFFFFFFFF 
L L 
L Ls 


9030 


4 9035 


9040 
9045 
9050 
9055 
9060 
9865 
90708 
9075 
9080 
9085 
9090 
9O9S 
9096 
9100 
9101 
9102 
F103 
9104 
9110 


“PR EFFFEFFFFFFFFFREPPFFFFFFFFFFFPE" 9115 


2,4,2,31,11,30 
4,9,15,2,4,-1,1,2 

14,1 

DATA FOR SCREEN 8 
255,128,65,34,20,8,255,0 
24,24,60,231,231,60,24,24 
6,1,6,8,5 


"LF 
“Le 


9120 
9125 
9138 
9135 
9140 
9145 
9158 
9155 
9160 
9165 


A N" 9178 


"LE FLEFFFFFFL Vi 


9175 


“ L L L" 9180 
wo k. N L L" 9185 


"FEFFFFLE FFMF  FLE 
L 6 iB 
(e i 6 
(B L L 
“EMFFFFFF FLF L GN 
i FLFFFFL 
“LFFFFFEML Le L ie 
ca fe L L L 
"EFF LEFFFFFFF 
6,20,3,31,11,27 
3,0,5,5,9,2,0,6 
Q,1 
DATA FOR SCREEN 9 
255,129,129,129,255,0,0,0 
0, 108, 222,238,254, 124,56, 16 
3,0,3,1,6 
” L 
"N LEFFFFFL L 
ui (a E ND 
"LFFFFFL 9 FLFF GF LFFFFFFEFFM 
Lease atts Ee (E 
“FREE OOL ety a8 
" Lo FFFLFFFFFF 
(E ie 
Lo PFMFE 
L 6 $N G 
ie FLFFEFFFFRFFFFP 
FFFFFFFF L 
(@ 
FFFEFFFFFFF 
+ + 


" BEMPFREEFFEEPPRERRRREFPEPPPEEEPE 


1,0,2,23,9,25 

2,14,6,14,3,-1,0,2 

5,18 

DATA FOR SCREEN 10 

255,68,136,17,34, 68,136,255 
@,2,134,125,124,194,129,0 

S,1,5,2,7 


LEFFFFMF" 9192 


" 9195 
"9196 
' 9200 
" 9201 
" 9202 
9203 


" 9210 


FFFFFFFF" 9215 


9220 
9225 
9230 
9235 
9240 
9245 
9250 

" 9255 
" 9260 
' 9265 
9278 
9275 
9280 
9285 

* 9298 
9295 
9300 
9301 
9302 
9303 
9304 
9310 


9320 
9325 
9330 
9335 
9340 
9345 
9350 


‘ L N" 9355 


CEMF JLGREEER 
a [te 
Cc [Ln 
Ne [E 
GL. Ll 
EFFCEL (e 
Lok G L 
FERRFEEREPCE F 
ik L 
LR RL 
L SSSsl 
GL LG 
FFFFFFFFF 


" PEEPFFPEFFFIFFEEEEPEREEEPRFEPEPE 


DATA FOR SCREEN 11 
255, 187,215,237, 187,215,2 

165, 24,24, 165,66, 54 

56 

"PEE FEERERFFFFFFFFFFELEREEEEFEP 
" L 
7 GNRRARF RAI et | RRRNG 
” FFFFFSSSSFFE SSFFFFFFFSSSFF 


RRRRRRRRR- L" 9360 
FFLFFSSSSSSSSSFFF" 9365 


9370 
9375 
9380 
9385 
9390 
9395 
9396 
9420 
9401 
9402 


" 9403 


7404 
9410 
9415 
9420 
9425 
9438 
9435 
9440 
9445 
9450 
9455 
9468 
* 9465 


931 DATA " 


RRRRR = G 
FFLFEMES: 
t 
RRARR Lb 
FEMFEFFFEEFPSSSSSFFLFFFF 


FFFFF FMF 


N RRRRR L RRA 
FFFS S SFFLFFFFSSSFMF 
(s 


L 
DATA “FFFEFEFFFFEFEPERERFFPFEERFEFFEEE 
DATA 2,5,2.28,11,11 

DATA 3,0,6,5,12,1,0.1 

DATA 14,1 

REM DATA FOR SCREEN 12 

DATA 255,204, 204,51,51,204,204,255 
DATA 158,144,144,254,18,18,242,0 
DATA 0,0,16,32,166,104,48,48 

DATA 4,7,4,551 

DATA " 
DATA " 
DATA " 
DATA " 
DATA " 
DATA " 
DATA " 
DATA " 
DATA " 
pata " 
DATA " 
DATA " 
DATA " 


n 
n 
a 


RRRRR [E FL 
LSSSSSFF L FL 
L L FL" 
FLFFFS (eae (i 
Ge L LPFFFFFLE" 
L FFFFL Le 
NLG ULUG ee 
FFFFFFFFFFFFFFFEM ce 
G LF i 
FMFLFFFFFLFFF 
DATA " L (e 
DATA "UL UUUUUUU LG uULUU oN " 
DATA “FFFFFFFFFFFFFFFFFLFFFFFFFFFFFFFR 
DATA 1,25,14,30,9,5 
DATA 1,14,25,21,29,0,1,2 
DATA 1,3 
REM DATA FOR SCREEN 13 
DATA 221,0,119,8,0,0,0,0 
DATA 32,112,224,80,8,4,2,0 
DATA 2,6,2,6,0 
DATA " Lo 
DATA " A N uu ae 
DATA " FEEFMEFFFFFFFFFFFFFFFFFFFF LFF" 
DATA " 
DATA " F OFF 
DATA “FFFFFFFFFLF 
DATA " ic 
DATA " L 
DATA " L N 
DATA " FRFFEFFFFFFEME 
DATA " u AG 
pata " LFFFFMFF F 
DATA " i 
DATA " [z 
DATA " B N LG L 
DATA “FFEFEFFFFFFFFFFFFFFRFRRRERFPPPPPE 
DATA 1,15,8,15,14,11 
DATA 1,4,5,0,10,0,1,19296 DATA 14,30 
REM DATA FOR SCREEN 14 
DATA 96,245,255, 255,255, 255,255,255 
DATA @,238,170,254,40,254,170,238 
DATA 255, 195,129,129, 129,129,195,255 
DATA 4,7,4,0,7 
DATA “ 


6 

L N 

L LEFFFFFL 
L 

F 


Ue 
je, 
eI 
c 
iL 
L 
L 
L 
(ts 
[e 
[i@ 
L 
L 
L 


L_NRRRRRRRRRRRR 
L SSSSSSSSSSLSS " 
DATA “ NRRRRRRR U ~ . uU 2 
DATA " LSSSSGSSL 

DATA " FEPFEEFFFFFFFFEEFFERFF ic} L u 
DATA " FLFFF 
DATA " u 

DATA " FLFFL FMFFFFF 
DATA " ee 6 

DATA " L FFFLFFFFFFFFFFF 

DATA " (a il 

DATA " FMFFFFFF LL 

DATA " L 

DATA " L 

DATA " L RR NR 

DATA "“FFFFFFFFFFFFFFFSSFFFFFFF FFMFFFF 
DATA @,18,14,21,2,1 

DATA 5,7,2,3,3,8,8,5 

DATA 14,30 

REM DATA FOR SCREEN 15 

DATA 255,189, 217,241,253,197,131,255 
DATA 72,41,26,252,63,88,148,18 

DATA 255, 34,255, 136,255,34, 255,136 

DATA 6,0,6,1,5 = aes 
DATA “FFFFFFFFFFFFFFFFFFFFFFFFFFFLFFFE" 
DATA "U LoNU" 
DATA "U LFFF LU" 
DATA “ULFFFFFFL GS RRRRLRRRRLU" 
DATA "UL L FFFFFFFLFFSS SS 

DATA “UL LRRR UU L 

DATA "UL SSSSL_ UU L 

DATA "UL ARN L UU L RRR 

DATA “ULFFFF FFF FFFFFFFFFSSSFFFF 

DATA "UL 

DATA "UL 6 

DATA “UFFFFFFFFFFLFFFFF 


"U UFL Lour 

“U uU FL ecu 

“U U FLRRRURRRR N Leu" 

"“EFFREEFFFFMFFFFFSSSSSSSSFFFMFFFFF" 

1,30,7,8,14,24 

3,@,5,1,9,1,0,6 

14,3 

DATA FOR SCREEN 16 

187,170,238,0,238,170,187,0 

126, 153,187,126, 66,66,66, 165 

0,5,0,3,1 

"N RRRRRR cH 

“FPNFRESESSSFFFEFFFFFeELFEEEErr ee 

Le 

"FEFFFLFFEFFFFEEFFEFFEFEFFEEE (es 

" Le 

Ln 

WEFFEFFEFFEFFEFLEFFFFEFFEF No ce 

7 nc 

" L L™ 

“UFFREFREFFFMFFFFFFFFLFFFFFFFFP OL" 

“L (i (a 

"LGGNGG GGGL 66 ii 

“ERFRFLEREFFFFFFRRERERRERREPPPP PPP 

" f ir 

" L RRRRR " 

“EF FFFFRFFFFFFSSSSSFFFFFFPFFFFFFF" 

0,0,6,27,11,6 

1,2,27,25,27,@,1,7 

14,30 

DATA FOR SCREEN 17 

255,153, 167,255,205) 15 187,255 

60, 66,133,153, 153,161,66,60 

126,60,24,8,8,0,0,0 

Np gtige- te! 

"FERFEFREFFFFERPLFRFEPRREPPPFFLPE" 

U u GL uU 
FFFFFFFLMFFFFFFL " 
L Ee 
RRRRRARRRAL, L 
FFFFFFFFFFSSSSSSSSSSFFFF FFFFF 


FLFFFFFFFFFF 
L 
t 
L 
FMFFFFF | -LFFFFMFFFL 
L MPFFFPPL." 
LGN iL UN thas 
“ER ERFRERFEERPRRRRRRPERREPEPPPPP 
14,13,9,2,14,26 
6, INT (RND#13)+1, INT (RND¥15)+1,0,0,1,1,@ 
14,1 
DATASCREEN 18 
170,17,170,68,170,17,170,68 
196,40, 19,124,156,42,73,72 
3,1,3,6,0 
“PERREFRFEFREREFE EEE EPRELEPREPPPPP 
i" i. ; 
RRRARR L 
"FEMFFFFFLSSSSSSI FFL 
(a L 
“LFFFFLFE L l 
“L &. tb Lt 
“L tc Lk MLFFFFFFFFFF 
wi LFFL L 
"L NLG LN ALG 
“LEFFFFFFFFFFFFFFFFE 
“LD 
1D 
1 
“L 
“EP RRRFEFFEMPRFFRFRRRRRERPPEEPP EM 
944,9,12,10,24 
749, 6,0,0,0,-1,2 
14,15 
DATA SCREEN 19 
255,153, 153,255,255, 102,102,255 
114,251 511,123,222, 208,225, 78 
2,0,2,7,4 
"PEFFFFFFFFFFFFFPLFFPFPPPP Ee 
ue fc N 
"RAR 6 RRR 
"SSSFFLFFFFFFF FFFFFSSSF= 
L 
LONG 
FFFFFFF L 


RAR LN 
FFFFFSSSFFFFF" 


" RRRRR 


“FSSSSSFFFFFFF FFFFFEMFFFFFF" 


#1,25,2,31,5,97 


3,8, 25,19,31,2,1,2 
14,0 
DATA SCREEN 20 
223,16,247,4,253,1,127,64 
199,199,39,24,24,228,227,227 
1,55154,¢ 
"BRRRFREREFEFFRFFEEEEEFERFFFLFFFFE 
ME. (Bets F a ie 
“E) IFEE) IE FFFFFFFFMFF 
"F RRRRRRRRR F" 
"F LSSSSSSSFFFFFFFFFL (at 
bie Tis F LFFFFFFF F{" 
"F LRRRRRR F FFFPFFFL Ft 
"FE SSSSSSL L Fe 
"F LF MFFFF F" 
“F LF Ff" 
"FLFFFFFFF F F" 
"FL UU F GN RRRRRRL FY 
ea F FFFFF LSSFSSSFFF OF" 
iti F EF Ft 
"FL GFG L GF GN FY 
“ER PRRMPEPRREEEEEEEPPRRPEPPP PMP 
14, 25511, 15,0255 
3,0,15,11,20,1,2,4 
14,3 
DATA FOR ladders & lifts 


66,126,66,66, 66,126, 66,66, 255, 66,36,24,24,36,66,2 
16,48, 112; 254, 31,31,31,14,0, 56, 56, 144, i2a! 16,40,68 
255, 129, 129,189, Hee 129, 129) 255,14,56, 40,56, 40, 56,108,214 


@,0,0,0,255,34,85,136,255,0, 0,0,0,9,0,0 


1921 192/32, 16,60, 126, 255,255, 5,3,4,8,60, 126,255,255 


O,1,1,1,1,1,1,1,1,1 
AGtgdls lig lished a lady 
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SOFTWARE 


THUNDERHAWK 


Runs on: 48 Spectrum 
Made by: Lyversoft 
Price: £5.95 


In Thunderhawk you are in control of a 
space ship of the same name with which 
you must beat off Birdcraft as they 
relentlessly swarm towards you. As each 
of five attack waves hit you the game 
becomes increasingly quick and the Bird- 
craft more difficult to hit. The Birdcraft 
take different shapes and have different 
flight characteristics for each attack wave. 
If you manage to get through the attack 
waves your task is to destroy the com- 
mand ship which has only one weak point. 

One of the best features of this game is 
the clear, well-presented and very colour- 
ful graphics. Surprisingly few Spectrum 
games seem to make really effective use of 
the colour graphic capabilities of the 
machine, and in that respect itis refreshing 
to see a change from the normal run of 
things once in a while. 

The controls are simple and the game is 
also Kempston joystick compatible. The 
graphics are clear and effective and the 
Birdships swoop in a realistic manner. 
Thunderhawk is basically another version 
of the old favourite Phoenix, but it is a 
highly effective, appealing and addictive 
implementation of the game. 


4BK SPECTRUM 





CAVERUNNER 


Runs on: All Ataris . 
Made by: English Software 
Price: £9.95 


This game for the Atari 400 800 and XL 
models requires one joystick, BASIC car- 
tridge and 32K of RAM. 

Keeping the start button pressed, 
switch on, press play on tape deck then 
return. After loading which takes nine 
minutes you will see a screen title of con- 
stantly changing colours set in the 
background of a cave, and the caverunner 
runs from left to right, after two passes 
there is a short demonstration of the pro- 
gram followed by on screen instructions 
for select, option and start. 

You are the caverunner who must 
gather all the treasure from two caverns by 
touching them and running back to base. If 
you select novice skill level simply 
touching them wins that piece of treasure. 
There are five pieces in each cavern, ap- 
pearing as a flashing symbol each time. 

Simply touching?. Well yes, but first 
you have to get to it, and therein lies the 
difficulty of this super game for all the fami- 
ly. Hazards and obstacles of which there 





are many, and graphically well displayed 
consists of: green slime on the walls and 
roof of the caves which kills instantly if you 
touch it, patches of water which must be 
crossed and if all these don’t zap you, then 
there are waterfalls, erupting volcanoes 
and flying missiles. Passing these and col- 
lecting the treasure on the way must of 
course all be done against the clock. 

On the second level, there are hurdles, 
dripping weed and Mr. Kong, if you get 
that far. To help you, you have almost total 
control of the caverunner with a joystick in 
port one. Although it may take a while to 


master, because of the many combina- 
tions the fire button is put to, these are: 
BUTTON NOT PRESSED: left or right and 
he runs thus, back and he dives on his bel- 
ly, forward and he stands up again. 

BUTTON PRESSED: left or right with 
joystick and he’ll jump that way, but be 
careful the longer you press the further he 
jumps, forward makes him jump straight 


p. 

The problem is remembering all these in 
a tight spot, as panic sets in. The superb 
graphics, colours and sounds of the Atari 
are well used (even a death march as you 
float off to heaven) in what must be 
another top selling game from English soft- 





DEFFENDER 


Runs on: ZX Spectrum 
Made by: Mikro-Gen 
Price: £4.95 


This version comes with rather poor in- 
structions and does not portray the true 
Defender picture. The object of the gameis 
to fly arounda planet shooting down aliens 
and boxes. The aliens pick up different 
kinds of boxes and try to reach the top of 
the screen. You just fly aimlessly around, 
the mountains don’t even stop you, you 
just fly straight through them without 
arm. 

This game is a poor copy, it’s slow and 
very boring. My advice is to buy something 
similar to the game Defender, if you are 
into that kind of thing, and not this. A bad 
game for the 48K ZX Spectrum. 


RUG WIS Ws 
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PERSEUS AND 


a ) / = : 2 
uns on: pwets m 48K 

Made by: C pnnel 6. “ 

bepata £995. 


Perseus and Andromeda is the ninth in the 
Mysterious Adventure series produced by 
Channel 8 Software. Mysterious Adven- 
tures are available for the Spectrum 48K, 
BBC, Commodore 64, Atari 400 800 or 
Dragon 32. 

Perseus and Andromedais based on the 
story of Perseus in Greek mythology. A 
short synopsis of the story is included with 
the tape up to the point at which your 
adventure begins. You are Perseus and the 
King of Seriphos, who married your 
mother, has demanded that you must 
bring back the head of Medusa the Gorgon, 
whose very glances could turn men to 
stone. 

This adventure game is quite advanced 
and incorporates an optional pictorial 
scene in place of a short description at 
each stage of the journey. This picture 
although interesting was, | found, insuffi- 
cient onits own and the description was of 
much more use in viewing your surround- 
ings. The pack does not include a dic- 
tionary of words and phrases that the com- 
puter will understand so much experiment- 
ing is required, and | recommend use of a 
dictionary or a thesaurus to enable you to 
find a selection of other possible words 
that mean the same thing. 

The Spectrum version of this game 
features a full sentence input facility which 
means the computer will comprehend full 
sentences instead of simple one or two 
word commands, despite this, | found 
communication to be the greatest barrier 
when playing Perseus and Andromeda. 

| found the adventure tremendous fun 
and it is very addictive. | would not, 
however, recommend it for a novice 
adventurer since it requires at least a little 
experience in the art of adventuring, and 
also perhaps, a knowledge of Greek 
mythology would come in useful. 





GAMES COMPUTING JULY 1984 








oe 


Caesar is guarding the larder from the 
hordes of hungry mice that eat up all the 
food. He must patrol the shelves, pouncing 
on each unsuspecting mouse and remove 
it from the larder. Caesar has complete 
freedom of the larder, being able to walk 
along each shelf and also able to jump up or 
down from shelf to shelf. To control his 
movements either a joystick or the 
keyboard can be used, the keys are well 
chosen for ease of use. 

The mice in the larder do not stay in one 
place. If they see Caesar approaching, they 
will disappear as fast as lightning, so you 
must be quick in order to catch them. 
When you catch a mouse, you will see a 
door appear in one part of the screen 
through which you must exit with the 
mouse. The door is not always in the same 
position and it is often difficult to 
recognise, so you must always be alert. 

You get points for every mouse remov- 
ed from the larder; black mice are worth 
300 points, blue mice are worth 500 
points and red mice are worth 7 00 points. 
There are ten mice of each colour. You 
start the game with 1000 points which 
gaara gets less as time passes, but if 

aesar stops moving your score will disap- 
pear in no time at all. 

There are other penalities to watch out 
for. If you knock the crockery off the 
shelves you lose 1000 points, and if you 
knock off the red jar, the game is over. 
Caesar will also lose 100 points every time 
he bangs his head against the wall. 

Sound difficult? Well it is, but it is also 
great fun. The graphics are very amusing 
and Caesar himself is the centrepiece. 
Caesar the cat is a must for all Spectrum 
owners. 


Runs on: Spectrum 16K &48K 
eby: Ocean Software 


. 


o 
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You are Dan and, armed with only your 
trusty spade, you must avoid being gobbl- 
ed up by the monsters. As the game pro- 
gresses the beasts become smarter and 
hungrier and you must concentrate harder. 

You are underground and on the bot- 
tom of the five levels. Ladders extend to 
the upper levels and both you and the 
monsters can climb these in either direc- 
tion. At the bottom of the screen there is a 
elohe bar labelled ‘oxygen’, which shows 

ow much oxygen you have left. As your 
oxygen gets less, the bar gets shorter. 
When the bar gets to a certain length it will 
turn red, indicating you have little oxygen 
left, and an oxygen bottle will appear on 
one of the levels. To stay alive you must 
reach the oxygen bottle before the time 
runs out. 

You begin the game with four lives, this 
number being indicated in the top right 
hand corner of the screen. You have to 
keep up a supply of oxygen and score 
points by killing the monsters that follow 
you around. To do this you must trap them 
by digging a hole for them to fall into. Once 
you have trapped a monster, you have only 
avery short time tofillin the hole before the 
monster leaps out. There are four types of 
monster, scoring, 10, 20, 30 and 40 
points depending on how difficult they are 
to catch. 

Danis moved by using the keyboard but 
| found the keys were badly chosen and | 
needed three hands to operate it suc- 
cessfully. A lack of explicit instructions 
lead to a slow start but the game was quite 
easy to pick up. An enjoyable game for ar- 
cade enthusiasts which incorporates a 
challenging high score. 
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ATBLE 


You must rescue the girl from the clutches 
of Kong. Run along the girders and climb 
the ladders to reach her but be careful, 
Kong has spotted you and will throw 
everything he can lay his hands on to stop 
you. You must jump over the obstacles or 
smash them with your hammer, and when 
you succeed in reaching the top you pro- 
gress to a more difficult screen. Only on 
the final screen can you defeat Kong and 
bring him crashing down. Bonus objects 
appear at random and should be picked up 
for extra points. 

Screen information shows current 
score and bonus, also the number of lives 
you have remaining of five. You get 100 

oints for smashing barrels and overcom- 
ing other obstacles. You get a bonus every 
time you complete a screen and bonus 
gems which appear at random gain 200 
points. 

Either keyboard or Kempston joystick 
may be used and the keyboard keys are 
well chosen. Instructions given are ade- 
quate. 


An extra feature of Kong is the training | 


mode which enables you to practise on 
each level of the game without losing lives 
and without having to succeed in one level 
before moving to the next. Kong is ex- 
cellent fun with a lot of variation. One of 
the few games that gives the satisfaction 
of being able to finally defeat something at 
the end instead of simply attaining a highet 
score. A lot of fun for any age. 


de by 





=e 
ce £5.50 
In this game your task is to destroy the 
Spectipedes which are continually slither- 
ing downscreen towards you. You are 
armed with a trusty laser cannon to enable 
you to vanquish the beasts as they inex- 
orably hunt you out. You also have the 
added hazard of mushrooms which, when 
they become poisoned, are apt to cause 
the Spectipedes to fall earthward on top of 
youwith dire results. Additionally, fleas are 
produced which are difficult to hit and re- 
quire two successful strikes before suc- 
cumbing, and after you first hit them they 
speed up becoming even more difficult to 
make contact with. Scorpions travel 
across the screen and poison any 
mushrooms which they touch and finally 
there is the occasional spider which is ever 
willing to jump on you. 

The game controls are simple and effi- 
cient to operate, and the game is compati- 
ble with Kempston and other leading 
joysticks. As you manage to clear one 
screen of the rather oddly assorted 
enemies you receive a bonus score before 
proceeding to the next screen. Apparently 
if you manage a higher enough score you 
are awarded with an extra life, | was ob- 
viously not nimble fingered enough to get 
that far. Spectipede is a well implemented, 
very playable game. 




































In Dr. Franky you take the part of a well- 
known philanthropist who is seeking to 
give his cherished creation life. He faces a 
few obtacles on the path though — the 
people he used to create his monster have 
returned as loathsome ghouls which infest 
the dungeons of his castle. You move up a 
grid using left and right control keys, anda 
jump key. The instructions helpfully warn 
you that you must immediately move onto 
a ledge or you fall back towards ground 
again — and probably a waiting meany. As 
well as monsters which roam around the 
grid in a reasonably predictable, if not so 
often avoidable manner, there are 
monsters whish suddenly arrive at the top 
of the grid just as you think all is safe and 
that you're on your way to further screens. 

As you proceed through the screens the 
grids become increasingly difficult to move 
around in, and the pace of the game heats 
up. As if it were not enough to continually 
do battle with all the wandering nasties, 
you are also meant to pick up flasks of life- 
giving chemicals. 

When you reach the end of one screen 
the excellent graphic picture of the 
Frankenstein monster in the top left hand 
corner is given a jolt of electricity and 
seems to be trying to rise into life. 

Dr. Franky reminds me of Donky Kong 
in terms of the way you move around the 
screen — though | would not advise trying 
to jump over Ghouls, and it is a very attrac- 
tive easily picked aR but increasingly 
challenging game to play. 


RUG W LOWS 
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Mario to the rescue again! 

Joystick movement takes the fearless 
little carpenter back and forth in his 
desperate ascent to the top of a pile of 
girders, where Donkey Kong holds his 
girlfriend captive. He must also climb lad- 
ders and leap over rolling barrels to reach 
her, only to have the damsel snatched from 
him once again. 

Next he must scale a pyramid of girders 
to save her and unplug rivets as he goes on 
his way, all the while avoiding deadly 
fireballs which pursue him. After ac- 
complishing so much, he is foiled yet again 
and has to jump across a number of mov- 
ing elevators, whilst still avoiding the 
relentless fireballs. Finally, to rescue his 
sweetheart, he must avoid moving 
buckets of sand, in addition to fireballs, 
ane negotiate a complex chain of conveyor 
belts. 

He gets three chances to reach the top 
of each of the four screens; a forth if he 
scores 7,000 points, and it’s a race 
against the clock. epee counts or barrels 
and fireballs come thicker and faster. Dur- 
ing his ordeal Mario can grab hammers to 
flatten barrels, fireballs and sand piles for 
limited periods and gain extra points. He 
can also add more by picking up his belov- 
ed’s hat, purse and umbrella on the way. 

The instructions are concise and 
humorous, with hints on strategy. One or 
two player games can be selected. Graphic 
quality is really excellent and movements 
smooth and realistic. The difficulty level is 
well set to frustrate yet encourage further 
play. By Tl standards it is exceptional. 

In ROM cartridge form it seems expen- 
sive, but when you discover the quality of 
this game you'll see why it’s worth it. 







Hedi 
ade by: 
Price: 


Percy the penguin has been rapped by 
Growler the polar bear, you, Eddie the 
Eskimo, must free him from his predica- 
ment and take him to safety, but you must 
make haste for time is running out fast. If 
you succeed, you must then help Percy de- 
fend himself from the deadly Snowbugs 
who attack from all directions. To avoid 
them, Percy must push the ice blocks out 
of his way and into the path of the 
snowbugs to escape, but the snowbugs 
keep on getting nastier and nastier. 

You have three lives to complete the 
whole game, the idea being to get a higha 
score as possible. The game incorporates 
three joystick options and one keyboard 
option plus the option of a demonstration 





mode. This mode | found gave little or no 
idea of how to play the game. The graphics 
depicting Percy and Eddie simply stayed in 
one place until they had lost the game. The 
graphics, although reasonable, were a 
disappointment after the colourful title 
page shown during loading. 

Operation keys are well placed and 
most of the game is easy to pick up despite 
lack of instructions. | found the second 
stage far more challenging than the first 
and would even go so far as to say it was 


impossible without previous knowledge to 
win. There is a high score to be incor- 
porated in the program but to get your 
name on the table you must attain a 
minimum score. Eskimo Eddie was in- 
teresting to begin with but | quickly lost 
interest. 


CRUISE ATTACK 


Runs on: 5 Sl ge K 
Made by: Mikro-Gen 
Price: £5.50 


Yet another space game. The object of this 
game is to command two space ships with 
two lives and a limited supply of missiles 
which are (surprise surprise!) supposed to 
kill aliens. 





The bases don’t move, instead you 
move a target around the screen showing 
where your missile will hit. The game re- 
quires a certain amount of skill as accurate 
timing is essential. 

There are two types of alien, one is a 
shape coming down the screen and the 
other is a white streak of which you must 
hit the head. You move the target, fire, and 
if your time it right the alien and the missile 
will connect eliminating one alien. Apart 
from your two ships, at each side of the 
screen, there is the city which you're sup- 
posed to be defending. These are rows of 
buildings and will be destroyed on the first 
hit. 

The game is fun and provides a 
challenge, itis also one of these games that 
gets better the more you play. A good 
variation of Missile Command for the 48K 
ZX Spectrum. 


RUG WING Ws 
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AtR&Rwe believe 
that value comes first, 


and we make it our business 
Com-Jat-JUl¢om tal 1mm e)ce)Ule(-Kelelece| 
quality programs at realistic prices... 


for your enjoyment. 


ALL ARCADE GAMES NORMALLY HAVE 
CHOICE OF KEYBOARD OR JOYSTICK CONTROL. 


S) aTolU](o Mole ar-\U-meliai(el¥] iam [amele)t-llallaremelelm el gee [U(ed c= 
from your local Dealer please send cheque or Postal 


Order indicating titles required, for return of post service. 


TITANIC 


The Adventure Begins 
(For 48K Spectrum Only) 
Find the wreck of the TITANIC, Locate the sunken 
Gold. Survive the dangers of the deep. An 
Adventure’ Management game for FAMILY 


entertainment. 
WITH Currah Micro Speech and FREE Pop Music 


rrp £7.95 
GOLF 


(For any ZX Spectrum) 


Enjoy a game of golf in the comfort of your own home! 
With the choice of a 9 or 18 hole course and the 
challenge of Fairway, Rough, Trees, Bunkers, Water 
& Green. Displays are in realistic colour graphics 

with full score cards. No two games are alike! 


ane. £3.10 


CHOPPER X-1 


(For any ZX Spectrum) 

You command the Spectrum Chopper X-1 Gunship— 
Your mission is to repel invading forces and save the 
earth, An action packed original game in full machine 
code 


R.R.P. £5. 50 
GNASHER 


(For any ZX Spectrum) 
The ‘‘famous'’ arcade maze game with fast machine 
code action, excellent graphics, colour and sound. 
Eat-up all the dots before the Ghosts eat you, or beat 
them to an energy pill which will allow you to eat 
them! Hours of addictive fun 
with on-screen scoring and 
high-score tape-save capability 


an», £4.95 


DEALER ENQUIRIES WELCOME 


R&R Software Ltd. 


5 Russell Street, Gloucester GL1 1NE. 


Tel (0452) 502819 


Re 
[sorrwans) 











JUNIOR ARITHMETIC 


(For any ZX Spectrum) 

An excellent educational program for 6-9 year olds 
The fun way to learn and practice Addition, 
Subtraction, Multiplication and Division. Mistakes 
afe corrected and explained, along with a running 


total of correct answers. 
R.R.P. £4 . 95 


Terrific value at just 


STAR TREK 


(For 48K Spectrum only) 


One of the original computer space games, but this 
program has many up-dated features normally only 
found on larger computer versions. Test yourself as 
Starship Commander as your mission takes you to the 
outer reaches of the Galaxy to 
protect Federation Space, the 
Starship and yourself! Excellent 


os R.R.P, £4. 95 





SPECTIPEDE 


(For any ZX Spectrum) 


Enjoy the thrill of this full machine code arcade game 
Battle to keep the Spectipede at bay but watch out 
for a very unpredictable spider which is out to get you. 
For 1 or 2 players with top score and on-screen high 


ase, eB St 
OTHER COMPUTERS? 


Send S.A.E. for a full list of our 
growing range of software 
available for ZX81 and now 
ORIC-1Computers. 


CALLING ALL PROGRAMMERS... 


WANTED New, Quality Software. 
Send us your latest Program 
for evaluation — NOW. 


AVAILABLE FROM LEADING DEALERS NATIONWIDE 





















Try our nine hole golf 
course and see if you CRYSTAL 
can manage it under SWEEP 





par. We can't 


crystals 


Steal Dracula’s treasure 
from his castle. Beware 
of vampires and 
ghoulies. Nine levels of 


difficulty aay 
eo) ia 


Fillin the order form and send to: 















TI-99/4A 
















7 Cyl (oie (© Blood Bank £7. 
Yee C Crazy Golf £7.95 
y ) o7 [ Nodrub's Quest £7.95 
LZ VER | = by, CZ Crystal Sweep £7.95 
NODRUB’S “4y LL Gi Kat Traxx £7.95 
QUEST (J Dragon Combat £7.95 

Two part adventure game C2 K.64 £7.95 


Through the maze to the castle 
and rescue princess. Beware 
of the wizard and 
‘byte-sized Mike’ 


I~ Telephone orders 
b accepted CJ ACCESS 
by credit card [VISA 












a so cms 


A.J. DENNING 
(DUPLICATORS) 


GUALITY CONTROLLED CASSETTE DUPLICATING 
QUALITY & SERVICE AT COMPETITIVE RATES 


QUALITY 


Constant Stringent checks Made Throughout 
Production. 


SERVICE 


Despatched Normally Within 10 Days From Receipt 
Of Master. 


PRICE 


C10 From 28p Including Case. 
C15 From 31p Including Case. 


CONTACT US NOW FOR YOUR PERSONAL QUOTATION. 
AJ. DENNING (DUPLICATORS) 
19 The Crescent, 
Henleaze, 


Bristol. 
BS9 4RW Tel (0272) 623267 
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CRAZY GOLF \— = ~ 6.) 


A family strategy game. 
Outsmart opponents by 
collecting the blue 
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PROGRAM FACTORY LTD, 39, Railway Road, Darwen, Lancasnire Tel: (0254) 776677 


Please rush me the following games (tick box). Cheques/p.o. 
payable to Program Factory Ltd. All prices include VAT, postage & packing. 


Name (BLOCK CAPITALS PLEASE) 
5 











— 
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PROGRAM FACTORY LTD 


. .. are pleased to announce that they are launching a new 
range of products for the TEXAS INSTRUMENTS TI-99/4A to 
supplement their wide range of software for the Oric-1, Colour 
Genie, Vic 20, Spectrum and Dragon, and they all come in 
attractive dustproof video cases. Call in at your local software 
dealer to view the games or contact us at the address below for 
24-hour delivery. 

Send stamped addresed envelope for catalogue. 


TRADE ENQUIRIES TO YOUR USUAL 
DISTRIBUTOR 










K.64 


Can you cover every 

square on the chess- 

board once only — a 

real brain puzzler : oe 
((onks ~. 

a 


cc 
Be A 
















Address 








Signature 


GC784 





GAMES PROGRAMMERS 


You could be earning 


£20,000 


for your games 
whatever the machine 


SEND YOUR GAMES 
IN NOW! 


Send tape and instructions to: 
lan Smart, Software Development Manager, 


Walters Computer Systems Limited, 
12 Hagley Road, 

Stourbridge, 

West Midlands DY8 1PS. 
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Chivalry returns in our rescue-the-damsel- il 
in-distress game for the TI-99/4A with Ex- '!! 
tended BASIC. 


The object of the game is to rescue the Md 
. damsel, who has been imprisoned by yet Ea 
another of those wicked wizards. To get to 7]/ 





her you must travel through 30 sheets of . a 
wierd and wonderful characters. The Ya 
wizard, being of an evil disposition, 
doesn’t believe in chance so you have to 
go through each screen three times before 
ss next challenge (making 90 screens in 
all!). 

The end of each particular run is marked 
by amagic touch stone which takes you to 
the start of the next run. if you jump over 
the touch stone you start again on the 
same run. 

All of the sheets are possible, believe it 
or not, as hearing the milkman in the early 
hours of the morning while programming 
will prove. | tried to make the sheets as 
simple as possible in programming, but hard ~ 
to beat. Have no fear practice makes 
perfect. Different tactics are needed to 
complete each sheet. 

There were a lot of problems while pro- 
gramming this game. The two main ones 
were making the man jump realistically and 
sprite coincidences, making sure that they 
detected 99% of hits. | think | was fairly 
successful. In drawing the different 

screens | have redefined a character and 
then used one or two lines to set the screen 
up 


i 


= 








| hope you have as much fun playing 
this as | have had programming it. Tl Ex- 
tended BASIC is a very powerful language, ! 
Ta =)"A=1 010] 0) ee) a coMar-laql-ve fl ol cerei-e UL (-\-i- are) 
local variables, like a BBC Micro. 
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“Sir Prance-A-Lot 





RUNdown | 1290 Check if man has bit 
. A jamsel. 

Line. Action 1300 Jumps to end routine if 

100-110 Initialise variables. three screens have been j ty 

120 GOSUB_ character run and the player has = a 2 
define, set sprite size touched the damsel. : “ s 
(16 x 16). 1310-1360 Dead man routine, play 1440 Clear all sprites except 

130 Set screen colours. death march. man and girl. 

ao) GOSUB titles and in- 1370 All men are dead, PRINT 1450 Set man and girl walking. 
structions. ; score. 1470 Check if man has walked 

150 Screen control, i.e. sets 1380 Checks if player wants to for enough, Play tune. 
up sprites and characters play again. 1480-1490 Tune DATA. 
for each sheet of game. 1390-1400 Manhasreachedtheend 1500 Increase score and dif- 

160-170 Set screen colour. of the sheet, if last sheet ficulty. 

180 PRINT players sprite. then return to move 1510 PRINT message. 

190-200 PRINT messages. routine. 1520 Delay. 

210-240 Main move and hit! 1410 PRINT screen completed 1530 Increase men by three, 
routine. E-latoMei(-t-1 at) og (ro reset and clear screen. 

250-270 Jump routine. 1420 Add on extra men and 1540-1680 Define characters. 

P2310) a eIMarelanecr-(eual-ve Raa lex-lare| ¥ - score, GOTO next 1690-1720 PRINT title screen. 
of the screen? ; screen. ae 1730 Clear screen. 

290-1280 Set up screens. 1430 Man gets girl. 1740-1790 PRINT instructions. 
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CUT 
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if z= _ 
Moy. Sn 
VOU —seern 


dt 
| 
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"| Variables Used 
| To conserve memory variables have been 
used more than once. 


(exe) Run number. 

Sheet number. 

Score. 

Character for man’s sprite. 
Number of runs to be com- 
re)(=3 0-10 

Looping. 

Various items to be printed. 
Returns for joysticks and 
position of player. ee change the following lines. 

Direction of player. 220 CALL PATTERN( 1,R) :: CALL KEY(1,K,S) :: A=(10 AND K=3) 
Returns for sprite hits. +(—10 AND K= 2) :: CALL MOTION( 1,0,A) :: CALL POSITION( 1,X,Y) :: 
Jump vertical velocity. IF Y 48 THEN CALL LOCATE(£1,89,50) 

Tone, frequency for tunes. 230 CALL COINC(ALL,B) :: IF B THEN 1300 ELSE CALL KEY(2,K,S) 

Return for key pressed. IF K=13 THEN 250 ELSEIF Y 235 THEN 280 


or 
i?) 





-& en. ‘ be A 
Conversion Clues 
To change to use from the keyboard 
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YOSOIOCICO ROO IK 
* Sir orane e cy 
: XTIG9/4A EX.B 
Wud \ *(C) 1984 N. LAWSON 

ll, 

oma . 74 REM A ROCOOUG COOGEE 


2 RANDOM CALL CLE. 
Will \ ie: “O.Lst ) 73 MENS? 


o GOSUB Os: CALL MAGNIFY (3 
“Ul} 4 10 FOR N= 2) 1 CALL COLOR(N.16.2):: NEXT N 2: CALL COLOR(1.5.1. 


Sai 


> GOSUB 1699 : 
ON L SOSUB O, TO, 380, 410.440,470, 500, 520, 550,580, 620, 650, 680, 750, 740, 770,8 
00,830,870, 890 940,970, 1000, 1030, 1050,1080, 11101146. 118¢ 
360 COLSL+2 
+70 IF COL316 THEN COL=COL-i4 :: GOTO 170 ELSE CALL SCREEN(COL):: CALL COLOR(12. 
(gn) a 
{80 CALL SPRITE (£1. B89, 50) 
190 CALL HCHAR (24.1, ri XS="SCREEN! "&STR#(L) 2: DIGPLAY AT(24.1) SIZE (LEN(X#) 
)3%9 
ZOO X$="MEN="&STRS (MEN) & "11" re 
TRS (CO) DISPLAY AT (24,23) SIZE(LEN(X#)):XB 3s 
22,10) SIZE (LEN (X$) 3X . 
© CALL MOTION(£1.0,0)2: CALL JOYST(1.X,Y)i: CALL SOUND(-100.>2.20):; 
REL, INTCRNDKLS+2))a2 IF X+2*Y¥=0 THEN 210 ELSE CA R 
DBO CALL FATTERN(£1.R):2 CALL JGYST(1,A,X)2% 
POSITION(£1 X,Y): IF Y¥¢48 THEN CALL LOCA 
© CALL COINC(ALL,.B):: IF B THEN 12300 ELSE CALL KEY (1. 
S IF Y235 THEN 280 
IF Re112 THEN R=972 i: GOTO 220 ELSE 220 
+: FOR N=1 TO 5 CALL. MOTION (£1,1H,4) HeH+H :3 CALL SOUND (-1a0% 
CALL COINC(ALL.C):: IF © THEN 1300 oo 2 
Zo WEXT Nts H=@ :: FOR N=i TO'S :: CALL MOTION(E1,H.A)t: He sy 
200.550/N,10)3: CALL COINC(ALL.D):: IF D THEN 12300 
270 NEXT N tt: CALL MOTION(£1,0,A)s3 CALL POSITION(£1,.X.Y):: CALL LOCATE (£1.89 
is GOTO 22 
ZBO CALL MOTION(£1.0,0)2: CO=CO+1 :: SCSSC+10 :: CALL SQUND(100.440,0):;: CALL LO 
CATE(£1,89.50):: IF COZ THEN 1390 ELSE 2nc 
290 REM SHEET 1 
ZOO CALL CHAR (120. "OF OCOEOFOFOFOFOFO70201"&RFT# ("0"., 10) &"BOCOGOSO09SCCESF ZFFFFFFF 
F7F SF LFOF" 
310 CALL CLEAR :: CALL HCHAR(8.1.40,512):: CALL HCHAR(13.1.41.64):: CALL HCHAR(2 
4,1,33.32):: CALL HCHAR(13,32.34 
720. FOR N=4 TO 32 STEP 8 :: CALL HCHAR(4.N,128):: CALL HCHAR(S.N.129)2:s CALL HCH 
AR (4,N+1.130+(1 AND(NS12 OR N#26))):: NEXT Bh 
O FOR N=3 TO 32 STEP 4 :: CALL HCHAR(6.N, 40, s CALL HCHAR(7.N, a: CALL 4 
CHAR (6,N~1,35):: CALL HCHAR(7,N-1,33):: CALL VCHAR(9,N, . NEX 
FOR N TO 3 ts: CALL SPRITE(EN. 120.5.97, (N-1)%127.0,-S) 2: NEXT N a: RETURN 
REM SHEET = 
FOR Nei TO 3 :: CALL SFRITE(EN+1.116.N+12,89.N*885,0,-S) 2: NEXT 
370 RETURN 
380 REM SHEET 3 
790 CALL CHAR (120. "QOOOOZ1F SF 2Z07F 60607F SOSF 1F OSOO000000COFEFCO4FE0606FEQOSFOFELO" 


400 FOR N=2 TO 7 :% CALL SPRITE(EN.120,16,.1,NK32, INT(RNDKSO+10).0)4: NEXT N ee R 
ETURN 

410 REM SHEET 4 

420 CALL CHAR (120, "000008172722477F 474727271 70D0S0F" 

430 FOR N=2 TO 4 :: CALL SPRITE CEN, 120,N+5,89, (N-1)*85,0,— NEXT No ti RETURK 
440 REM SHEET 5 

450 CALL CHAR (120, "41637E7E703ESEZESELELEQOEO703010182C067E7E1E7C7C7C7 

OBO") 

460 FOR Ne=Z TO 4 :: CALL SPRITE(EN.120,.N. 93. (N-1) *85.0,-7):: NEXT N 

470 REM SHEET ¢ 

480 CALL CHAR (120. "08142261100804020101031F 1F1FO90600000000804C301 OF BFC 


200" 

490 FOR N&® TO 4 :: ‘CALL SPRITE(£N.120.2,89, (N-1)85.0,-7):: NEXT N ts RETURN 
S00 REM SHEET 7 

S10 CALL CHAR (120. "OQOOO31F3F207F60607F 2OSF 1F OSO0000000COFBFCO4FEQS606FEOZFCFSCO" 


FOR Ne2 TO 7 :: CALL SPRITE (EN. 120,.15.1,Nxe232, INT (RNDXSO+10) kK (SGN(RND-.S)) .O) 
NEXT N +: RETURN 
S230 REM SHEET 8 
S40 FOR N=i TO 3 :: CALL SPRITE (EN+1.124,5, 87, Nxo 71:2 NEXT N 32 RETURN 
' S50 REM SHEET ¢ 
S60 CALL CHAR(120, “QOOOO722461FF6OS"&RFTS("O"~. 21) &"FFOQOOR RRFTS ("O" 2173) 
S70 FOR Ne2 TO 3 :: CALL SPRITE(EN,120,.16,79, (NL) & ) rN 
TO 7 :: CALL SPRITE (EN. 120,16,99, (N-4) ¥85,0,— oD 
SO REM SHEET 1¢: : 
S90 CALL HCHAR(12.1.41,32):s CALL HCHAR(14.1.40,32) 
600 CALL CHAR (120, INQO0NNI46442E LF SFFBSF LF 2E440 OO SOF 
TO") . 
610 FOR N=2 TO 4 :: CALL SPRITE(£N.120.2.89. (N-1)¥85.0,15)22 NEXT N is RETURN 
620 REM SHEET 1. 
630 CALL CHAR(120, "O7OFL1F39797F7FSE1F1A181D1F 07 0000E0F OF S9CFEFEFE7C ISS8FOEG0 
oon": 
640 FOR N=2 TO 4 :: CALL SPRITE(£N,120.16,91, (N-1)*85,0,-3):: NEXT N :: RETURN 
650 REM SHEET 12 
660 CALL CHAR(120,. "114A4925150F OSOF0C07030107010300 102024 4CDOEQAOF 07 0E0COB0ENB04 
O30": 
670 FOR N®2 TO 4 :: CALL SPRITE (EN. 120.N, 89, (N-1) #BS.0.13) 8: NEXT N ¢: RETURN 
680 REM SHEET 17 
690 CALL CHAR(120, "OS1FZFIF7FOFIFO1"&RPTS$("0O". 16) &"COFOEOFSFCFBFCEQ00"):: FOR N= 
2704 : CALL. Ve N, 120,153.97, (N-1)%127,0,5) 23 NEXT N 
700 FOR N=4 TO S :: CALL SPRITE (£N.120,14,.88, (N-3)*127.0,-7):: NEXT N :: RETURN 
710 REM SHE a6 4 
720 CALL CHAR (120, RFETS$("O". 10) &" LOZO7OFF70301 O"&ARPTS ("0"", 20) &"S448F04824"):: FOR 
N=2 TO 4. . oO. ti i - 
730 FOR 3 ~ Dende Noa: RETURN 
740 REM SHEET 
790 CALL CHAR ( . "ZEFBFSICOCOCGDGDOF OF OF 14c4 48 Q0Q0000C0040E 1B1 14F COCiCse4s 
444" 
760 FOR Nel TO 4 :: CALL SPRITE (EN. §20,N+5,89, (N-1)*85,0,-5 2: NEXT N =: RETURN 
775 REM SHEET 1¢ 
780 CALL CHAR(120. "QOOGOOCCOZ1Z377DFFF 7704001 42 4000000000601810 a8") 


-90 FOR N=® TO 3 i: CALL SPRITE (EN. 120.N+1.87. (N-1)K85.0,-11)2: NEXT Noi: RETURN 
800 REM SHEET 17 

B10 CALL CHAR(120, "90006 T7EFFATS7FB7BOD0S020409 1 BOOOSTECACSCEDAFEFEFFFE 

4a" y 

BE0 FOR N=@ TO 4 :: CALL SPRITEC£EN.120,12.6 (N=t) SSS t NEXT MN 

830 REM SHEET. 1 

340 CALL CHAR (120. “1CSC7DFFFF7DIDIDO101 0101 01 9101010000800 MOBOBOBSOBOSOBOE 
OBO") 

850 FOR N: TO 4 :: CALL SFRITE (EN. 120.12.897. (N-1) #Bo.% = : ¢: RETURN 
860 .REM SEs 

@79 CALL CHAR (1 »RETS("O", 15) & "70404040 = OE QOLLEL 

880 FOR OQ odS 2: SeINTCRNDKLS+15) st ae 

+ NEXT N e 

890 REM ? 

700 CALL AR (120. "O2Z0Z070F 67 207 OF 1 7E7FFOSOSOL00000 

OOo" 


' ‘ 
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CALL EN. 33. Ds 2 NEXT Nos; RETURN 
NEXT Noi: RETURN 
OOFOFS161818 OOFSFF" 


PRI 


&" 7FROTF 


EN, 
RETURN 


FOFE7E424 


RITE (EN. 120.2, 
REM SHEET 
)40 FOR N Ta a LL SPRITE (EN 
1050 REM 


+ "'0004060814224180"&RFTS("O" 


CALL SPRITE (EN oN+l.87,.N¥85.0.-10):: NEXT N i: RETURN 


70 CALL CHAR (120, RPTS("O"". 21) &"FLF IF IF 1F1E0C00000000182040E0AZE4FS 


+100 FOR N= TO 4 :: CALL SPRITE (EN. 120.2.90, (N-1) *85.0 : Nii TURN 
11.4.0 REM SHI 
"54522 2 DAZ5LACDIAODSEC7OB7 1 SA4AC4A4E488DI464BRS55BCS0BC72 


CA SPRITE (EN. 120, 2.89, (N-1) 127.0 2s) NEAT ON sree RETURN: 


"O7LF7FLFOF"&RETS ("O" )&" EQFCFFFCF: 
CALL SPRITE CEN, 120,N,83, (N-1)*985,.0, 
pikes CALL SPRITE (EN. 1206N. 99, (N-4) K85,0,-10):: NEXT N 
1170 RETURN 
1180 ‘REM SHEET 29 
90 CALL CLEAR :: CALL SCREEN(S):: CALL HCHAR (8.1,40,51 : CALL HCHAR(12.1,41, 
: CALL HCHAR (24,1,33 
ALL. HCHAR (N 
[ALL VCHAR (eau > 
f IF eT eo ST 43: CALL _HCHAR(7,N,116)33: CA HOKAR CS 
AAR (8,N+1,35):2 CALL HCHAR(10,N+3 si NEXT N :: CALL VCHAR(4,22 
1230 CALL HCHAR(1,24,128):: CALL HCHAR(2,24.129):: CALL HCHAR(L. . 
$240 CALL CHAR (120, "O0103939131111101F131D11111111¢ OBOCOCOEOCOCOEOF OF SFOFEFFFFT 
© CALL CHAR (136. "00030303 170907030307 OF 1 FO202060B00COCOCOEBIOEDCOCOEDF IFB4040 
4a": 
60 CALL SPRITE (£2 
£28,156,11,56,23 


REM HIT !}!tttt 
CALL COINC(£1,.£28,16,.B 
O CALL MOTION (£1,0,0)%: CALL SOUND (S00,-7.0)2: CALL POSITION(CE1,x.¥ 


TO 11 :: READ F.T :: CALL SOUND(T.F.0) NEXT Q@ 
QSITIONC£1,A,B)s: IF A¢166 THEN 1340 Li. MOTION (£1 


SO DATA 147,260, 147,260,147, 185,147,260, 175, 265, 165.215, 165, 240,147,240. / 
139,240,147, 30¢ 
© FOR O=1-TO 300 :: NEXT O :: CALL PATTERN(£1.R):: CALL LOCATE (£1 
IF MENSO THEN 1370 E GOTO 20¢ 
2 CALL CLEAR CALL SCREEN (2) CALL DELSFRITE(ALL):: DISFLAY AT 
- MEN ARE DEAD' ' YOU SCORED "POINTS": :"DO YOU WANT TG PLAY AGAIT 
CALL KEY(O.K,.S):: IF S=0 THEN 1380 ELSE IF K=89 THEN 160 ELSE IF k=78 THEN 
ELSE. 138¢ 
REMUOS Karis 
1400 IF L=30 THEN 19¢ 
1410 X$="SHEET! "&STR$(L)&" !COMFLETED!!!" :: DISFLAY 
L=L+1 ¢: CO=1 CALL DELSPRITE CALL 
1420 MEN=MEN+1 :: SC=SC+L*¥100 :: GOTO 150 
1430 REM DUNIT 
1440 FOR N=2 TO 4 :: CALL DELSPRITE(£N):: NEXT N 
t450 CALL COLOR(£28,5):: CALL LOCATE (£1,89,244, £2 
-£28,0,-5) 
1460 RESTORE 1480 
1470 CALL COINC(£1.89.40,8,D):: IF D THEN 1500 3E READ N.T 
ORE 1480 :: GOTO 1470 ELSE CALL SOUND(T.N.O GOTO 147¢ 
1480 DATA 392.300.292.300, 440, 300,370, 450, 50,440, 300,494, 300, 
© 
11490 DATA 494, 450,440,150 
f 1500 CALL MOTION (£1,0,0,£28,0,0 10¢ 
i510 DISPLAY AT(15.1):"!WELL! DONE! YOU! HAVE! RE :"!THE!DAMSEL!! ! BUT! CAN! YOU 
DO"S"HLELECHetpTl@GAIN! ti ttrttenee 
1520 FOR N=1 TO SOO :: NEXT N 
1530 MEN=MEN+3 CALL CLEAR 
1540 REM DEFINE CHARACTER 
1550 CALL CHAR 
154) Li 
1570 CALL 
O30") 
1580 CALL CHAR (96. "0101031F 13131 3030303033F 20006 


CHAR (100. "00000101070909050101010106181000C0CK 


2600 CALL CHAR (104. "00000101070503010101010102 COCOCOEOEOF 
sais CALL CHAR (108. "00000103030303010101010000070400COCOCOEOEOEOFOCOCO4040C0C0AD 
yer CALL CHAR (112. "00000101070909050101 000007 040000COCOCOEOEOF BCOCOC040C040A010 
1430 CALL CHAR (116. "OO44EESF4E4E447ESEGESESA4ASASE"&RPT$ ("O". 32) ) 


1640 CALL. CHAR (124, "QOOLOFOLOF201F23 1 YLOLIFLF20EO060EOEOCOEOFOED 

8080") = ey 

1650 CALL CHAR(128, "FFBFBFEFBFBFBFFFS0S0806060808080FF6FIF4767F 7F 1FFFFOF7F 41670 
GHARLAZZ, "OROZOE LE 191 BOE OE NEOBRLO7O7NTOTNTNOENTA 31 87OTATOSOSOFOENED 


Be. 


CHAR (140. "08040745 


1680 RETURN 

3690 REM INSTRL &% TITLE FAGE 

1700 CALL SCRE! ‘ GOSUB 8 GOSUB 350 

$710 DISPLAY AT(1.1) "FFP F PP ISIRIPRANCEALOT! !!!!!!" 3: DISPLAY AT 
ANY! KEY! TO!CONTINUE! '" 

i720 CALL KEY(O.K,S) CALL COLOR (£INT(RND*3) +2. INT(RNDKIS+2) 2: 


LL SCREEN (2) CALL DELSFRITE 

1740 PRINT TABC7): "SIR PRANCEALQT RF 
: 2" JUMP OVER THE OBSTACLES" T 

1750 PRINT TABC7): NOCOR: THE: RUN: 33." 2 7 ee AUNT 
IMATLEY RES: ¢ BY C NG + a. IRE BUTTON TO JUMF" 
1760 PRINT Ty r 
1770 PRINT 

1780 CALL k: 

ELSE 1780 


j 
i 
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TRIPLE CHAHCE 
FEM LAY COCK" 
GAT = PLAYED" 
ie ey 
ou MUST GUES 


nist 


mim 


= THE HUMBER THAT" 


a PRINT’ DICE. TF YOUR GUESS 
4 PRINT" 1S THCORRECT THEN Ou" 
ee THT "WILL Loose THE AMOutT " 
ER THT “OF HOME GAMBLE TD FROM" 
= SE THT Ua CU: START ING ACCOUNT." 

Rit ie Wo HAVE HO Mone" 
eth LEP TEV The tH] THE” 
PRINT "HUMBER: @ WHEN IT asks FOR WOR WLIMBER. THEM 
CR TNT" HBS SOD Luck | a 
TPO be RETURH TO ao OW" 2+ 
cope" THEM  GOTOSE 
1; 4 ibek 

| (et! 
[ae iy 


oh cee" ees Nee es ar (ae 
7 cIMteeteeteteaterets TART ING FICCOUINT" +S ee 


s2 L HF 
[PSS THEN Se 
> PRINT Varo! hcl, HAWE™" - 
sl LHELUT "SHEST BETS" 37 
ay LF T<=STHENGS 
mee LE TPSSTHEMSS 
& ER INT "cu CAM MOT AFFORD TT": GoTos? 
PUT HUMBER" 3 F 
FE Oe THENPRINT“OK"  GOTOLE 
E 


TYPE RUN OR HEM. "| 


_—— _ 


2: GOTOSe 


9) 
THAT HIGH" : GOTOGE 


i 


See] STHENPRINT "IT HEP 
Pe THT! TMEE T=" 57 

PRINT '@HUMBER "iF 
PS TMT * SaRIaTel” + AE 


aha 
70% 


a a 
pyr fay ee 
ma 


oo 
Lot 


ETH) " STeTaTS Teed Be 
i " SNeIals BERR re 
RINT a LOERERERERREEIOKE ne 


(re Ra Be 


yee Den 


uA 
s 
_ 


FM=F THEM: GOTOSae 

ENCoPTHEN 'GOTO23S 

STMT" meted CHL! Loose ee 

S+T BOTO426 OSE IT WAS" SM GOTOS16 
ae 

RINT" MUADRDETADADADRy CL! LCST" 

TE. ae eueeed T LIT BISete eae ace er pee boat 
OR sta res ll Ge a nae - 
RINT Wt HeVESrS:"LEFT" “GOTOSSO 
nKESESTS, 15 :8) "LEFT" :GOTOSae 
GRE=1TOLGG 

LIK. A676. INTCRMDCL #128: 

eee eo ces 


a kes 
mo) Gir Uw PN ita : 
Dee ie A a oars 
hibit agen 

Suloit 


= ty mf 


AGERHIC ES? 
py =1 TOR 
TCL tee RHEE 2 
UTC L+eeRNDC ES 
S#EMIDN G2? 
We 


ae 
om] 


iis 
it ft 


oy 
mt 


be 
Tapa: 


[a Weel eet Se a Pe.) al) ary ae at 
mM me a 
a S| 


ail 
Pt fe et 
aS 
a! 


romp LA fe ras rea ot a : 


7 ash} 


=, 


al GOTO 
SSG POKESES77. 226 
aR FORL=LSETORSTEF-1 


2 PORESES?S. 





If you ever have the urge to gamble away | 


your hard earned pennies you needn't lose 
your shirt, all you have to do is play our 
three dice game for the standard Com- 
modore VIC 20. 

You start off with any amount of 
money that you choose and can bet any 
amount on the outcome of three dice. 
Good luck. 


RUNdown 


Line Action 


1-21 Clear screen and display 
instructions. 

Graphics and starting in- 
puts. 


30-37 


50-110 
130-270 


280-440 
500-1000 


Main INPUT loop. 

Spin and select dice 
number. 

End of turn. 

Graphics effects. 


Variables Used 


Ss 


Starting amount of 
money. 


The amount of money in 
the bet. 


The dice number that has 
been bet on. 





SES 


SK . 


The dice values. TE 


X \ 
RREK[C 
Total number of faces to SS 
be shown. 


Total value of all three 
dice. 


A$,B$,C$ 
D$,E$ Graphics for the dice. 
Note: In the listing all slashes ‘’/’’ should be 


NEW HOME COMPUTER CABINET 
Only £79.95 


+ £5 DELIVERY 


JUST CHECK THESE STANDARD FEATURES 


Smooth sliding shelf locks in position just when you require it - and neatly 
glides away after use. 

The computer shelf has been designed to allow adequate ‘Knee room’ for 
you to sit comfortably, and will avoid ‘programmers backache’. 

Adequate room to position tape recorder, printer, disc-drives, etc, alongside 
computer to ease of use 

All cables neatly and safely out of sight, while allowing all units to be 
permanently connected if desired. 

Lots of storage space for cassettes, cartridges, books, listing paper, 
joysticks, etc. 

With shelves and doors closed, instantly becomes an elegant piece 

of furniture. 

The lower shelf accommodates all makes of video recorders currently 
available 

Smart teak effect finish. 

Supplied as flat-packed. Very simple to assemble, using just a screwdriver 
Full instructions supplied. 

10 Measurements: Height 32%ins, Width 36ins, Depth 16%,ins. 


eal > 


Yj 
iii 


©n NO fF wo ND 


TERMS OF OFFER UK Mainland Customers only. Please allow up to 28 days for delivery 
HOW TO ORDER Send Cheque or Money Order for £84.95 to: 
MARCOL CABINETS, Solent Business Centre, Millbrook Road West, 
Southampton. Tel: (0703) 731168 (24 hr. answering service). 
Showroom open Monday to Friday 
or send SAE for colour leaflet of full range 








MEGASAVE FANTASTIC SAVINGS 








SPECTRUM SPECTRUM COMMODORE J 74 J 4 - 

Jet Set Willy 4.75 3D Luna Attack 4.75 Beach Head 8.00 
Fighter Pilot 6.25 Death Chase 5.50 Solo Flight 12.00 
Blue Thunder 4.75 Tower of Evil 5.50 Flight Path 737 6.30 
Niobe Gunner wey oe a attack 5.85 Harrier Attack 64 5.55 

rashman ; jobbit 11.00 Cybotron/Zodiac 6.25 
Millionaire 4.75 The Quill 10.75 Hobbit/Valhalla 11.50 SOFTWARE 
Fred 5.80 Scuba Dive 4.50 Aztec Challenge 7.15 7 tes 
Code Name Mat 5.20 Cavern Fighter 4.75 Forbidden Forest 7.15 
Krakatoa 4.50 Alchemist 4.25. Space Pilot 6.25 
Psytron 6.30 Quest Probe 8.00 Scuba Dive 5.50 
Blade Alley 4.50 Chinese Juggler 4.75 Pyramid/Splat 5.20 
Pedro 4.25  Mugsy 5.50 Dinky Doo 6.50 
Android II 4.50 Psi-Spy 5.50 Black Hawk 6.30 
Blue Thunder 4.75 Lords Of Midnight 8.00 Quest Probe 8.00 
Stonkers 4.25 Tribble Trouble 4.75 Caesar The Cat 7.10 
Omega Run 4.75 Ceasar The Cat 7.10 Chinese Jugglers 5.75 
HURG 12.25 All 6.90 Quicksilva 5.80 Killer Watt 6.25 
Wheelie 4.50 All 5.50 Ultimate 4.85 Odyssey 5.55 
Thunderhawk 4.75 All 5.95 Software Pro4.85 All 7.00 Interceptor 5.60 
Glug Glug 4.75 All 5.50 Imagine 4.25 All 7.95 Anirog 6.30 


FREE POSTAGE Please state Spectrum or Commodore FAST SERVICE 


Send cheque/PO to: 
MEGASAVE, Dept 3, Westbourne Terrace, London W2 





The best of 99’er lee 


358 pages packed full with the best of 99’er. Extensive coverage of machine code, 
extended Basic, Logo and add-ons etc. 


5 tapes supplementary to the book containing a total of 33 programs, most written 
in Basic. Educational, games, utilities and programming aids. 


The best of 99’er £14.95 
The best of 99’er plus supplementary tapes, special price only £44.95 


Simons Saucer 


A graphical, educational adventure in computer literacy, extensively covering key 
input and sound within Basic programming for the T199/4a. Complete with flip 
cards for only £6.95. 

All prices quoted are inclusive of VAT, pleas2 Christine Computing Limited 
add 50p post and packing on all orders under 6 Florence Close 

£10. Please allow 28 days for delivery.(Orders | Watford 

normally despatched within 48 hours of receipt.) aoe 


2 6AS 
Telephone (0923) 672941 


Christine 


96 








VOYAGER 
MM atcMar-lia-Melaman-Mu celal Mmalasty aera) a:) 


AVAILABLE TO THE TRADE FROM: 


UK 
MICRODEALER UK LTD CENTRESOFT PRISM PCS 
SOLDMAN & PERES PILONMIST TIGER DISTRIBUTION, 
FERRANTI & CRAIG LIMETREE MARKETING 
SELECTED BRANCHES OF W.H. SMITH 
AND OTHER MAJOR DISTRIBUTORS 


OVERSEAS 
ADVANTAGE COMP. ACCESSORIES (Canada) 
THREE R CORPORATION (USA) 
GRAFFITI (Denmark & W. Germany) 
MICROWARE (Norway) 
COMPUTER ACCESSORIES (South Africa) 
GRANA SOFTWARE (Sweden) 
CORDLESS (Italy) 


OR DIRECT FROM: 
Voyager Software, Unit 31, Wirral Business Centre, 
Gorsey Lane, Birkenhead, Merseyside. 
Dealer enquiries to Eddie Fitzgerald on 051-639 7899 
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SS 


Presents 
The Greatest Challenge Ever To Face Man And Machine 


FIVE MILLION BARBARIANS 


AN ARMY OR TWO oF 
PERSIANS , 


SEVERAL THOUSAME 





GAMES COMPUTING 


== 
Lineage: 40p per word. EN 


woe 
Semi display: £9.00 per single column centimetre 
Ring for information on series bookings/discounts. 


01 - 437 0699 


Send your requirements to: Jane 
Edmunds, ASP Ltd., 1 Golden 
Square, London W1. 


All advertisements in this section must be prepaid 
Advertisements are accepted subject to the terms and conditions 
printed on the advertisement rate card (available on request) 





ATARI 
SOFTWARE 





ATARI 400/800, 600/800XL 
computers. Are you interested in 
cheap high quality games and 
utilities. Phone David Sutherland 
on 031-337 1547 after 6pm. 


20% OFF SOFTWARE (RRP) 


Games, Utilities educ., adv., for Spectrum, ZX81, BBC, Comm. 64, Oric & Dragon. 
Send SAE for lists. 










SPECIAL OFFER 
for Atari 400/600/800 owners 
Hire your first 2 games free from our 
extensive range of software. Up to 
the minute releases available. Apply 
now! Send S.A.E. quoting reference 
GC. to 
CHARNWOOD GAMES 
27 Warwick Avenue, Quorn, 
Leics. 
Tel: 0509 412604 


COMM. 64 

Manic Miner (S/W Proj.) ... i 36 
Boogaboo 64 (Q/S) 
Chinese Juggler (Ocean) . 
Mr Wimpy (Ocean) 
Hobbit (Mel. Hse) 
Hungry Horace (Mel. Hse.) . 
Hover Bowver (Llamasoft)... 
Hunchback (Ocean) £! 
Bumping Buggies (Bubble 

Bus 


SPECTRUM 
Attic Attac (Ult) 
8D Ant Attack (Q/S) 
Scuba Dive (Durell) 
Hunchback (Ocean) 
Lunar Jetman (Ult) 
Alchemist (Imag) 
Hobbit (Mel. Hse) 
Super Spy (Shepherd) 
Pyramid (Fant.) 






ATARI 400/800 
TRS80 1/3 GENIE I/II 
Arcade and adventure games, 
educational and utility pro- 
grams. On tape. SAE for details. 
Please state micro. 

T. Smith Software, Dept GC, 
20 Wesley Grove, Portsmouth, 

Hants PO3 5ER 

















Flight Path 737 (Anirog) . 


Fighter Pilot (Dig) 
r Space Pilot (Anirog) 





£11.80 





MAIL ORDER ONLY PLEASE 


FOR SALE 


Replica Blank Firing =") 
Colt 45 Automatic tie} 
As used by U.S. anny ea stage \X 
prop with ammo. 

Carriage 50p 





ATARI 400-600-800 
' OWNERS 
MIDLAND GAMES LIBRARY 


Do you want to join a fast efficient and 
friendly library, which boasts approx. 
650 original programs on cassette, disc 
or cartridge for you to hire 


We have been established for over 18 
months and all our games are originals 
with full documentations 


Send S.A-E. for details or ring 
0242 674960 
between 6pm - 9pm 


Dept GC 
48 Read Way, 
Bishops Cleeve, 
Cheltenham. 


Replica 44 auto 

Magnum 

The gangsters favourite, 
with ammo. £4.35, carriage 


50p 


Colt Python 357 

As used by Police A 
screen heavies. £4.45, 
carriage 50p. 

Ideal for video film making. Mail ae 
Send POs or cheques to: 
RAZZAMATTAZZ, 80 Selhurst New Rd., 
London SE25 


LIBRARIES 


COMMODORE 64 GAMES LIBRARY 


e Over 250 titles, all the latest & greatest @ Hire of 
first TWO games ABSOLUTELY FREE ® Life 
membership only £6.00 @ Full 7 days hire (Excluding 
postage) @ Only £1.00 (Inland), £1.50 (Europe) inc. 
p&p @ All originals @ A fast friendly and reliable 
service ® 


JOIN NOW ON MONEY BACK 
APPROVAL OR SEND FOR DETAILS: 


COMMODORE 64 GAMES LIBRARY 
c/o Yorkshire Software Library, Dept 2, 
13 Park Top, Pudsey LS2B 6BY. 


Cheques/P.O. to “Yorkshire Software Library” 


ALARMS 


BURGLAR ALARM equipment. 
Please visit our 2,000 sq. ft. show- 
rooms or write or phone for your 
free catalogue. C.W.A.S. Ltd., 100 
Rooley Avenue, Bradford BD6 
1DR. Telephone: 0274 731532. 




















CARTRIDGE CITY 
For Atari 400/600/800 and 
Commodore 64 cart. rentals. 
Yearly membership £5. 

Rates from 20p per day (equiv) 


Large SAE appreciated 


Cartridge City, Dept GC, 25 Gaitside 
Drive, Aberdeen AB1 7BH. Tel: (0224) 
37348. Please state machine. 





Tasword Two (Tasman) .. 


JOYSTICKS 
Crackshot £8.95 


Quickshot || £9.95 


JAYCEE SOFTWARE (GC), Freepost (EN84), Forres, 1V36 OBR 


WHY PAY TOP PRICES FOR 
COMPUTER/VIDEO GAMES 
SOFTWARE? 

We can supply software for BBC 
Micro B, Vectrex, Atari 
400/800/2600, Oric, Intellivision, 
Texas TI99/4A, Commodore, Vic 
20/64, Dragon 32, ZX 
Spectrum/81, Colcovision,Philips 
Videopack. Send SAE for 
Catalogue and prices list. 
Computer video games hardware 
also available. Please state 
system required. 

A+VP (GC), 

406 Lymington Road, 

+ Highcliffe, Dorset BH73 5HE £ 











Specially Designed 
Cassette Inserts for 
Computer Games and 
Programmes 

PUM prt Service 
For more information 


Phone: 061-336 4161 








ADD-ONS 


BBC/DRAGON 


Top Quality Joysticks at an 
amazingly low price 
Only £9.99 a pair including P&P 
Easier to handle and faster than 
others costing twice as much 


Cheques POs to: Peritron, Dept GC, 21, 
Woodhouse Road, London, W12 9EN 








NATIONWIDE 













SHOPS & DEALERS 


The Games Shop and Computer 
Software Centre 
TEL: 0224 643740 
3 Waverley Place, Aberdeen AB1 1XH. 
Stockists of Spectrum, Dragon, Vic-20 
& Commodore 64 software. Extensive 
selection of books and magazines. 








SOFTWARE 
APPLICATIONS 


SUPER BREAKER 


For the Commodore 64, this utility will 
back-up most popular cassette pro- 
grams onto tape or disk. Supplied on 
cassette with full instructions. For fast 
turn round of orders, by First Class 
Post, Rush £4.99 to: 
Clark Kent Software (Dept GC), 26 
North Cape Walk, Corby, Northants 
NN18 9DQ. 


Strictly for personal use only. 


















COMMODORE 64 
and VIC 20 PROGRAM 
COPIERS 


They copy most cassette based 
BASIC, machine code and multi- 
part programs of any size. Both 
copiers are written in machine 
code, Programs using a range of 


protection techniques can be 
copied easily. Audio and visual 
prompts are used for easy 
operation. Full instructions are 
contained in the programs 

NAC RIMITATI@ Eiiensthcberrerentr=t. £6 
ANP ATIOIRUG: ccna ac oauee os £6 


Please state which is required and 
make cheque/POs payable to |AN 
WAITE. Send order to 
IAN WAITE, Dept GC, 
11 Hazlebarrow Road, Sheffield, 
S8 8AU 
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al 


PRODUCED BY RICHARD PAUL JONES. 


MUSIC BY GRAHAM HANSFORD > 


GRAFIX BY CLAIRE 


AN HOUSE, THE GREEN, TADLEY, HAMPSHIRE 
TEL (07356) 71145 





